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Monsters, aliens and superheroes. Pick ура speed car game “Burnin Rubber’ But perhaps the | қ x стіне тш i = 
E Copas ала oan “ы | | т SNS Que و‎ FÜR FURTHER DETAILS RING OR FILL IN THE 
GX 4000 console and you'll really have vour hands full most exciting thing about the Amstrad GX4000 is the 11 LRL s 


Imagine all the characters from vour favourite price, a very down to earth £99 (X) 0277 262326 | COUPON BELOW | 


computer games suddenly invading your T.V. It's like 


having your own private arcade. АП vou have to do is THE NEW 6X4000 GAM ES 









plug in and vou re off. CONSOLE 744 | Plehse send me details about the Amstrad Games Console. | 
The graphics alone are out of this world, with a ШЕ LL. & Ve 


| Мапы 


| | 
= В uw | 





palette of 4096 colours and stereo sound 
And you'll be plaving top-rated games from 














Europe's best software houses, all on casy to use | Adiresi ооо 2 
instant loading ROM cartridges 
The console comes complete with a mains | Wi | че зе Е 
adaptor and two paddle control units designed to put | — Prost ce -- --- | 


you in the driving seat. Which is where vou'll need to 
be with the ROM cartridge that comes free: the high- 


Я В, Ру (есір VAT) E99 at 18.9.90. Мау change without notice. Product subject to availability Amstrad and Amstrad GXAOO are registered trade marks of Amstrad pic. ІС) September 1990) Amstrad ріс. All rights reserved 
Ана абе from pecha branches of Adama World, Allen, Clydesdale, Cornet, Currys, Goons and other inading torea 
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à ma console de jeux] 
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GX 4000 


Branche іа nouvelle console Amstrad 
GX 4000 sur ta télé. Te voilà propulsé 
чш le monde merveilleux des jeux sur 
“sstrad. Des jeux au graphisme excep- 
Danel, avec un son à te couper le 
за е | 

Та GX 4000, c'est une nouvelle généra- 
Gee de consoles, En plus de son look 
X enter, ses performances sont éclatan- 
— бі Ко de mémoire, un son dë- 
meet 32 couleurs parmi 4096... une 
Tesque qui assure un max. Des tas de 
xx sont déjà disponibles sur cartouche 





AMSTRA 


ouvelle console de jeux 





Pour tout savoir sur la СХ 4000 Amstrad, tapez 3615 code Amstrad, 
et lisez Amstrad Cent Pour Cent dans tous les kiosques. 


* Prix public généralement constaté. 
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Elle est d’enfer 


Amstrad et plein de nouveautés vont 
encore arriver, 

Et en plus, le jour où tu voudras évoluer 
vers un micro-ordinateur Amstrad 464 
Plus ou 6128 Plus, tu pourras garder tes 
cartouches puisqu elles sont compatibles 
avec ces micro-ordinateurs. 

La nouvelle console de jeux Amstrad 
GX 4000 est livrée complète, avec ses 
J manettes de jeux, le cordon de 
raccordement а Іа prise Péritel, et un 
jeu de simulation de course automobile 
« Burnin Rubber = sur cartouche. 





MEN BEL РЕАК НАЦ ХААНЫ 

















Зе: POUR TOUT SAVOIR, | 
TAPEZ “3615” CODE "AMS 








Аптоп! Le 6128 Plus d'AMSTRAD а tout pour faire 
craquer les mordus de Із micro ! C'est un véritable 
mücro-ordinateur, livré complet, prét à brancher | 
avec clavier, lecteur de disquettes 3" pour lire, pro- ы 
Grammer et travailler sur logiciels (traitement де L -— 
textes, bases de données, tableur, etc.), lecteur de | rm 
cartouches AMSTRAD pour profiter de tous les jeux / = | AERE 
compatibles avec la console GX 4000 écran stéréo | E 

ау graphisme hyper-défin, 32 couleurs parmi Ш 

ше palette de 4096 en version couleur, une |5547 

manette de jeux ainsi que Burning Rubber, un 
fabuleux jeu de course automobile | 


à partir de 


2990 Е Tre: 


EN VERSION MONOCHROME 

















Boom ! Les mordus de la console s'éclatent sur la GX [ - 1 
4000: imaginez 64 Ko de mémoire, un son stéréo ! " mm ` 
dément, 32 couleurs parmi 4096, 2 manettes de и. т 
jeux, cordon Péritel pour brancher sur а TV, et une 
Cartouche de jeu Burning Rubber. La бХ 4000 est 
détonnante de performances. 


- ey mm 4 TS 
| 690F ne | F А - шах ЕЕ 
* Prix publics généralement constatés. 








LES JEUX: 


sur cartouche AMSTRAD, pour № 6128 Plus et la 
GX 4000 | Arcades, combats, courses, sports, reflexion, 
simulation, à un ou deux joueurs, retrouvez tous vos 
héros dans des aventures trépidantes ! Une foule de jeux 
démentiels développés par les meilleurs éditeurs aux prix 
de 229 Е ТТС", à découvrir sur le 3615 code AMSTRAD 
ou en renvoyant dés aujourd'hui le coupon ci-dessous. 
Alors, tous à vos joysticks avec la collection AMSTRAD | 


peu тшп —— панна пыш шыш шыш шыш ыы no ышы шы GER шы. = << Rm "ша ит пыш: шыш шыш шыш шыш -— 


Je désire recevoir une documentation sur le П 6128 Plus, 
Û là console de jeux GX 4000, O les cartouches AMSTRAD. 








Hom ; 





Prénom : 


Adresse : 


ыа ЁЁ EHERLUE Lidl Баі ыт 





Vile: 


Renvoyez ce bon а: AMSTRAD - В.Р, 73 
T2/7TB, Grande Aue - E GÈVTES. 
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THE ULTIMATE SOCCER CHALLENGE 
IS ABOUT TO ...KICK OFF?! 


мир 22-и AVAILABLE ОМ: Commodore Amiga, IBM PC and Compatibles, Atari ST, 
ee, Commodore 44, Amstrad CPC«, Amstrad GX 4000 & Spectrum 
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vine - time to swing ou 
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COMMODORE CARTRIDGE 


OCEAN SOFTWARE LTD, 6 CENTRAL ATARI ST . AMIGA 
_ STREET, MANCHESTER М2 SNS. З КІ ST . AMIGA 
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са шуадрреа! 31115 Cause Ine FEGETAL LOUETNIMENT OT TIE al ШІ м ИС Да 
h т thorough investigation. Their best i team of commandos are consigned to the far reaches of the 
m " que they intercept а distress oak esse an Earth-bound cargo ship. The 
crew has been taken hostage Ву an unknown life form and are in great danger if not rescued immediately. Ihe 
alien forms must be destroyed before they reach their final conquest... The Earth! 





OCEAN SOFTWARE LIMITED * 6 CENTRAL STREET * MANCHESTER * M2 SNS • TEL: 061 832 6633 + FAX: 061 834 0650 
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"CASS Б DISK, 


/AMSTRAD 


Е CARTR а Е 


7 COMMODORE 
ee NO TIME FOR 


ий ATARI ST с ARE BALLOONIN' AROUND!. 
Loc АМСА | NO TIME TO SHOOT THE BREEZE!.. 
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OCEAN SOFTWARE & CENTRAL 51. MANCHESTER M? SNS TEL бе! АЛ 6633. РАХ: 06| 834 0550 


Attention 
all Amstrad 

| console owners: 
PRO TENNIS TOUR, 
he most unbelievable 
indoor’ tennis game 

| ever created is с. d 
now available. AD р 


ЕТ. 


ғұ 


T 
ily 


UBI SOFT UK Saddiers House 100 Reading Road Yateley Camberley SURREY GU17 7RX 





PLAYERL 22 \ 
PLRYER2— 64 — 


Available оп. 


AMIGA C64 D / Tape 
ATARI ST CPC D / Tape 


AMSTRAD CONSOLE GX400 | SOFT : 
Entertainment Software 


IBM 
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The ultimate challenge 
has been issued... NOW, | 
you must race across 
the globe in search of 
fortune and glory fo 
become Тһе richest 
duck in the world!! The —* . Adaptec 
adventure willrequire all 222 

your skills and courage с, 


ARE YOU DUCK Available for Amiga? - PC / PS - Atari* ST - Commodore 64 - 
ENOUGH? Amstrad* CPC / CPC / GX 4000 - Spectrum? 









Amiga, Commodore, Amstrad and Spectrum | 
are registered trademarks. © The Walt Disney Company 
Рог more information please call 0268 541 212 


AMIGA - ATARIST - РС / PS - AMSTRAD CPC / СРС: / СХ 4000 - C 64 - SPECTRUM 





| » THE STEPS 
Î e _OF DICK TRACY, 

Ø | у THEWORLD 
| FAMOUS 
СОМІС STRIP 
ПЕТЕСТГУЕ, 

IN THIS SUPERB 
COMPUTER 

: ^ CONVERSION 
Т. f \ OF THE BLOCK 
` BUSTER MOVIE. 






| | 

© 60 LEVELS OF RED HOT ACTION. 
@ STUNNING MOVIE STYLE 

SPECIAL EFFECTS. 
@ SUPERSMOOTH ANIMATION. 
Ф SUPERB MUSIC INSPIRED 
BY THE FILM. 
\ Ф REALISPIC FILM AND COMIC 
STRIPACOLOURING. 








f Developed by: 


e” i 


For more information please call 0268 541212 ES 


It's time to take on the mob 
which has sworn to get you! 
Grab that famous hat and 
coat and hit the streets in 
search of Big Boy Caprice 
and his gang. But watch out 
for their traps hidden 
around every corner. 
Choose your weapon track 
down the ugly mobsters and 
brace yourself for the fight 
of your life. 





© The Walt Disney Company. 





magazine reviews 


emember Tintin? The 


ndicuous ац? A 


Cartoon ргеобйен ny 





explanation of what happened in the previous 


қ, za ПР р аба 
episodes? The сах 


real LATIO 
the CPC а Eme ag ? 


quite si 


сш: rather odd licence finally makes 
it onto cartridge, but will instant loading and 


leatures 


enhanced hardware 


difference? 


Tintin is a pretty unlucky Ist 
Мау footie or snogging 
getung о 
пила. This ume things are 


most boys his age are | 


gtrinencs, Tintin 


TIGRIS 


С оласе Ше 
гаро with пе наў dog and the 


few minutes of 


- ні wn 
vu i In ГИ Va is | on 


a uan mung 


misa — 
MHARE ПЕ 


le chap. While 


è Tintin accidentally (honest) unleashes a ۰ 
volley of fire extinguisher foam on the haplans 


scrapes with and helpless professor. 


even will have to put out a number of fires, but first 


worse than usual. Tintin is about to be launched he has to find the extinguisher. This extn 
into space оп а perilous mission to the moon guisher сап ао бо used as а weapon against 


The evi Colonei Boris has 
planted. bombs on Tintin’s 
rocket, and taken several peo- 
pie prisoner Your 165, as 
Tintin, № to rescue all of these 
prisoners, and to deluse the 
bombs 

The пате starts with you 
Пула à rocker inte the 
and into deep space. The 
abject of this section is to 
avoid the ай агана and pick 
up the energy restoring crys 
ше, You must collect eight red 


spheres то continue ro the next 


dU EBL 


stat 
Once 
up, Tintin suddenly пав 
Covers seat and in the 
Guide Tintin thio 
defusing bombs and 


Instead of ава Tintin па: 


the ability to tum off the 
ship's artificial gravity, 
allowing him to Пена to 
otherwise inaccessible 
plattormis. 
On his way 

the many screens 
mare up the racket, 7 


моцу 
that 
l'intin 





all eight тей spheres have been picked 

himself ou 
midst 
un а platdorm-iiied 


ТЕЛІ ТИН 


tne рас ides [OATI 


аы Е "wm г А 
To compete Wis love: 


ning jt е rocket 


Tintin fas O ри out ай OÙ the 


= аа 


fires, rescue ай of the prisoners 
and capture Ши res 
Colonel Boris. Boris is a tricky 
quy 10 recogniea mind 
capture. When you do яа tne 
БШ 2-2 (7 SUCHET, FO | havt 
to sneak i behind | him 
jump nim Tits obviousiy has 
[ан play 


е Tintin lies injured on the floor, DO SUS ol honour or 
below him, the nasty bad guy rit] cnm апа 
he gets 


never 


ЛІМІ 


а nasty 
PE LICE LI 


m ль и щъ bam Ен г 
DUM аз Ез LC 


Bons 15 
fonts іп zero û. he deserves w 

The lina 

moon landing. in this bit, you have 

Ша speed of the rockets engine, and ensure а 
safe and smooth landing. И this section 1$ han 

died well enough, you 


10 1T6gulate 


t of the 
action 


СТЕ 


«има 
пор down on the moon's 
surace quite nicely. АШ 
remaining 
energy at thus point 
val Бе converted into 
score. Now you can 
по it all over цена 
The main prob- 
lem with Tintin 
you Tight think 1 


тр та nous be " jum Р y ТЕГТІ 
minor пекі, ES una His DUFF 


e" f # Шё 














ТЕШИЛЕТ 


on your 


з. any ні 
са i] rhs 


Ф Tintin № dead! That big et man n with. the 
gun has wasted our curiously quilted hera. 
Even Snowy Sant save him now, 





9 Uh eh, Tintin hae forgotten te pay hin gravity 
bill. Ax з result the Gravity Board have cut him 
of and rero- chaos enesues! 


June 1991 AMSTRAD ACTION 40 











The game has very fes in fact its 
only good pomi вай 
ія well drawn and nicely animated [and com: 
pletely nmusleadingl 

Тһе gameplay 
the first дану бар a bore Of Truly 
significance. In 


the point 


the start 


malt? Glee 


joe intro sequence, which 


TU Minny ums 
ето Гіс! 
„е first section 15 simpe to 
5 only to deiay 
Once reached, tho 


of the platform section soon become 


of stupidity, and serve 
Of Ce actual game 
aT Ta ONS 
encent 


вы T я H! î È положи я wu j r т а 
The whole rocket section seems pointless 


Fi Fani LaF за, 
Е ама ис LE 









The presentanon Exe. are lovely, and + 
к ма disappointment to discover ша hctual 
game screens, The graphic n al ves аге 
chunky, Garis and very comiusing 

The price point of 25 quid is outrageous 
especially ки а game which 
shows no noticeable improve 


zx LES Ra ла NR 
ment over (5 LA [ê iî 
prodeocessor, ims program 


FEM 


5 4 ша Гы) ление A ad 
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TINTIN ОМ THE MOON NY 


VERDICT | 
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| GRAPHICS CREVETTES 6 1 % li 
| When may шеп! blond о М 
Î they're garish. Very poor for the той рон | 


| : 
| | 


Lecce RE BERE EE Ta T i LI 9 | 
Decent tunes end spot іх de 9 1 


litte fo improve, er, atmosphere | 


| 
СЕАВ FACTOR....... e Н 
Listed interan табу о | 
ess and frustrating First sector © 


mored by point 


STAYING POWER... 


P M 
| Lun ond есту, 


death for any оте 
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Г Tintin isn’t your meer one idol, then 
| don't cross the street fo buy this one. | 
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Ocean ж Free with GX4000 console and Plus machines 


The first Amstrad car- 
tridge game 1$ here! 

Ocean's Burnin' 
Rubber comes free 
with the GX4000 con- 
sole, the 464 Plus and 
the 6128 Plus. 

And the verdict? It is 
absolutely stunning! 
For the full review, 
read on... 


When you've finished admiring your new 
Console and pretending it's something out 
of Stingray, you are ready to play 
Burnin' Rubber the first ever Amstrad 
console game. Could this be the 
start of a new era of gaming? 

First, big, wonderful differ- 
ence: there's no sitting and look- 
ing at loading screens; plug in the 
cartridge and instantly you're there 
All set? Then it's race time! 

What you drive is a bright red Le 
Mans-style racing car, a machine capa- 
ble of over 200mph in the right hands 
and the world's most expensive shunt 
in the wrong ones. Your job is to tackle a twist- 
ing race circuit and about twelve other cars. Be 
warned when you try to pass these, though; as 
in the real thing, not all sportsmen are sports 

First of all, though, you must qualify for the 
big race. This is done on a small circuit with 
nght-hand bends only The speeds are very 
high, and there are other cars on the track try- 
ing to qualify too. Still, if you keep your clog 
down and don't crash, you gain a place on the 
grid. Don't expect pole position first time 
round, though. Spectacular slides and excur- 
sions onto the grass will lose you valuable 

















split-seconds, while colli- 
sions with the scenery ог 
other cars will either send you 
careering into a spin or cartwheeling down the 
track, depending on how fast you hit them 

Uniess your name is Nigel Mansell, you will 
probably be buried in the middle of the pack on 
the starting grid after qualifying. No problem - 
there's a long, long race ahead. For all the cars 
you overtake on the way, though, there are 
always more ahead of you. Funny, that 
Anyway, you must cast all such thoughts from 
your mind and concentrate as the lights 
change and you all screech off towards the 
mountains. 

The other cars' initial acceleration is better 


ТЕ днд 


CONSOLE REVIEW 


Ка 





than yours, so they remain in front, but once 
you hit a ton you start to overhaul them. The 
swines tend to hug the inside of Ше curves 50 
you often have to overtake them whilst cling- 
ing desperately to the last few inches of tar- 
mac on the outside of some ferocious bends 

À fair amount of bumping and shoving goes 
on between the cars, but it's best to avoid this 
since it loses you speed — you can even be 
knocked into a spin. And if you do decide to 
visit the surrounding scenery, your speed is 
reduced dramatically as the car thrashes its 
way over the grass. There is à lot of roadside 
furniture, such as billboards, streetlamps, flag- 
poles and trees. Hitting any of these at great 
speed results in an incredible tumble end over 
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end. You can drive away from these crashes, 
though - in fact the car can't be harmed at all, 
and never needs maintenance or fuel (It's 
probably Japanese.) 

Crashing may be safe, but the time it costs 
is crucial. You see to stay in the race you have 
to reach special checkpoints situated every few 
miles within a tight time limit. Seconds remain- 
ing are displayed at the top of the screen, but 
don't spend too long staring or you'll end up 
cartwheeling through the scenery. 

That's basically the aim of the game - to 
stay in the race as long as possible. It is possi- 
ble to drive so well on earlier stages that you 
build up a reserve of time, but one bad smash, 
and its gone. And those time limits get 






ШШЕ 


заме ТЕ o o YT P ө LT Т дысын Ун. у 
ast | позе Siow-coacr гае р е. 







tougher апа tougher the longer you race M РЕ 
Burnin Rubber looks amazing. The "nl б PT oorr 






increased number of colours РОО ООО ООС ООВ ГГІГІТ ІІІ ТІГІ ТІГІІТІГІТ 


| оп screen compared to the 
old CPC give apparently 
EB increased resolution апа 
E much more subtle shading. 
The cars are very detailed, 
especially your red machine. 
It looks mean from behind, 

i B but it's worth crashing or 

IU spinning out а few times just 
to see the side d front views! 

The objects that flash past at the sides of 
the track are also superbly drawn. The almost 
obligatory Amstrad and Ocean ad hoardings 
are seen, along with many other interesting 
and graphically brill items. The 3D scrolling is 
smooth, too 

Perhaps the most 
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twilight advances — just 
like the 24-hour Le Mans race, Burnin' Rubber 
goes on through the night! The colours are 
shown off beautifully when, during the race 
dusk falls. A sunset of which Turner would be 
proud settles across the land as the cars move 
swiftly through the gloaming. The light fades 
gradually into a wonderfully atmospheric blue- 
black night. 

As you race, you encounter hills, dips and 
tunnels. There are lights inside these tunnels 
to show you the way, but the walls are a lot 
harder than the grass verges outside, and you 
can lose precious seconds as your bodywork 
scrapes a shower of sparks from the concrete 
as you overcook a bend. Other hazards include 
crashed opponents sitting helpless in the road, 










or veering in front of you after striking each 
other glancing blows. 

Once the basic controls have been mas- 
tered, the game becomes very playable indeed 
- if you don't like the standard controls, you 
can change them on an option screen right at 
the start of the game. Collision detection is 
good, perhaps slightly generous; your car can 
squeeze through gaps that will have you suck- 
ing in your breath. This adds to the fun, espe- 
cially as the bumping and barging causes 
sparks to Пу off the cars 

Roadholding is good, with the car sliding 
begins to get dark! noisily towards the verge and giving you plen 
Slowly. almost imper- ty of warning if you are going too fast 
ceptibly the sky takes оп a reddish Skidding sounds are heard, and plumes of 


sim in off the tyres 
tinge, the landscape darkens and smoke sp ше tyr 


spectacular thing 
about the graphics, 
though, are the 
changing 


colours. Your 
A à 
"IEEE: ET 



























© Mistakes certainly get you airborne! | 
progress isn't measured 
solely by tightening time 
limits and escalating points 
As the race goes on, it 
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Unfortunately, the sound is not quite up to 
the same high standard. The option screen h 
à jolly tune playing. The car has a thin staccato 
sound which rises and falls with the revs. The 
skid noises are recognisable, but the crashes 
sound like a toy са! being thrown down some 
stairs. The sounds do not really detract from 
he game, but they don't exactly add 
thing to it either 
And having to qualify before each race gets 


any- 


a little tedious, but you soon learn the best 
route to take and its good to see your lap 


ume 5 Un Dro Ving 


т + —_ + - == 1 + » v: м 
Арап from the sound, the only quibble is 
the Sega-like hand controller Confirmed joy 
stick users will not be too impressed by its size 
and the initial vagueness of its direction con 
trol, Dut it gets better with practice. it's aiso 
possible to use a standard joystick with 
D: ғ 7%: n 3h , ) , ат, к” ^ aie Ғата state 
Burnin' Rubber, but since these only have one 


Fire button the car needs to be set up with 
automatic gears. So if you want to drive à 
racing Car, ре! with the paddle! 
Overall, it's a hell of a start for the console 
An а e game to see and to play. And as 
the machine's bound to be 


real 


severe 


capabilities are 


stretched even further in the future, we can 
wicked games! 
James Leach 


FÉ oot : 
forward to 


look ome wicked, 


FIRST DAY TARGET SCORE 
300,000 points 





GRAPHICS 100 % 
(Мей, had to be, didn't it!) 


SONICS 60 % 





GRAB FACTOR 71 % 


STAYING POWER 96 % 





AA RATING 92 % 
The shape of things to come. 





© “Burning Rubber” раз! а спескроки 
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Dangerous and glamourous. The Le Mans 24- 
hour race has come to be seen as Ме ultimate 
example of, well, driving very fas} ef hight with 
peop!e watching. 

The race was originally to test the reliability 
and quality of motor cars, but as more dosh was 
scent on the cars, they became less and less like 
(ла road models. The lack of manufacturing 
restrictions meant that in 1955 cars capable of 
180mph rocketed past 745cc buggies doing 
about 50. inevitably a major crash occurred, and 
very nasty И was too. Eighty-two people lost 
their lives 

Since then, safety standards have increased 
along with the speeds. Porsche dominated the 
sport in the 70s with their mega 917 cars. These 
were capable o! 260mph, and reached 60трһ in 
2.2 50600705. The driver would need to be peeled 
off the seat after a race 

German supremacy contnued with the 


unbeatable Mercedes in the eighties, but in 1990 
Jaguar wen! The plucky British lads with the 
Бе CY ever thrashed everyone with ease and 
Game in both first and second! And Mercedes? 
Er octually they didn't take part. 
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па word: brilliant! If 

you've never had the 

pleasure of an encounter 
with Drax before, don't waste 
“апу more time. Go out апа 
pet this brilliant arcade ad- 
venture and start running 
him to ground right now. 

At the end of the first Bar- 
barian outing, the warriors 
of Drax were ousted by our 
hero and the Princess Mari- 
ana was freed from Draxs 
evil spell. However, the bad 
guy himself managed to do a 
disappearing act into his 
dungeons. 

Аз a result, you must 
choose to play as either Bar- 
barian or Mariana and go get 
him. Set over four breathtak- 
ing levels, the first three 
maze-like scenarios must be 
played in order, before you 
can confront Drax in person. 





The three levels consist of 
the Wasteland, the Caverns 
and the Dungeons, each 
containing around 28 confus- 
ing screens, Keep your eye 
firmly on the compass at the 
bottom of the screen, or you 
could find yourself wander- 
ing around in circlesfor some 
time. 

On each level, there are 
six underworld beasts to see 
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Off, and two magical items 
that need to be collected if 
vou want to stand any chance 
of doing away with Drax at 
the end. 

So, make sure you've 
mastered the complex fight- 
ing manoeuvres and be pre- 
pared to meet up with the 
likes of the Saurian Beasts, 
the Giant Grubs and the Slith- 
ering things on your quest. 
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Starting off with five lives, 
the beasts form a formidable 
army for the novice, so make 
sure you collect any life giv- 
ing skulls you find along the 
way. These are the remains 
of the warriors who went 
before you. Be warned! 

If you happen to find the 
exitto a level before you have 
collected all of the available 
magical objects, a warning 
light will flash. At this point, 
the best thing to do 1s to get 
a pencil and make a note of 
where the exit is, before 
heading back into hot water 
to get your wares. 

Having survived the first 
three deadly levels, your next 
adversary is the dreaded 
Living Idol, a Giant Demon. 
Survive that and its on to 
Drax himself. It's all up to 
vou. Good luck. 

Barbarian II is a stunning 
example of an arcade adven- 
ture, featuring some superb 
backdrops and atmospheric 
sound effects. 

Some of the monsters are 
truly hair-raising and, al- 
though many of them can be 
dealt with by one swift chop, 
try experimenting with the 
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more complicated combat 
moves, as these will earn you 
valuable bonus points. 

If you do happen to win 
through as either Barbarian 
or Mariana, try it with the 
other character and see how 
well you do in this excellent 
offering. Jam-packed with 
variety, Barbarian П will have 
vou on the edge of your seats 
at all times. Go to it, Barbie! 


Jim aonnsam 


ші 2. 


Barbarian |! 
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This is it! The first console 
game (apart from Burnin’ 
Rubber) to fall into our 
grubby little mitts! 
Eagerly we plugged it 
into the console. An 
incredible screen instant- 
ly appeared, then, unable 
to contain our collective 
excitement we went straight 
into the game (no tiresome load- 
ing or waiting anymore!) 

It's another 3D driving game, but a very dif- 
ferent one to Burnin' Rubber, the game bun- 
died with the GX4000 console. You're on à 
winding road, heading at 240mph towards the 
city of Megapolis. The reason is clear; a dan- 
gerous group of terrorists has decided to gate- 
crash the Third International Conference for 
Peace, being held in the city. It's almost à pity 
to try and stop them; these Peace conferences 
are so boring. But anyway, stop them you 
must, and you have a pretty potent weapon to 
help you. 

You're commanding the Thunder Master Ii 
It's а car. No, Из a plane. No, it's both 
Nhatever it is, it certainly has 850 horsepower, 
ind is able to convert itself into a genuine air- 
orne attacker, equipped with 
ой) ionic phasers and a mis- 
sile launcher You'll need 
both to stop the terrorist con- 
voy from livening up the 
Conference 

Flying and driving this beast 
is easy. Unlike Burnin Rubber, 
you can't come off the road, so 





© Take out those annoying droids with quick bursts olyour ionic gun thingy. 
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e What a target! But the tanker is well armoured 


you can cruise at speeds approaching those 
of Royals on the M4. There are à 
great many technologically 
advanced opponents who must 
be avoided or destroyed. The 

ionic blaster, button one on the 

joypad, is fine for blasting most 

of the nasties, but for heavy duty 
firepower, you can press 
buttons one and two simul- 
tarteously. This launches а 
missile, which homes in on 
the biggest target in front 
of you. 

The variety of enemies 
which confront you is amaz- 
ing. There are dozens of dif- 
ferent machines, any one of 
which could theoretically 
destroy you. Destroying 
some of the enemy is a for- 
шашу, because they are 
pretty hopeless at evasion 
techniques. Others are evil 
to the core, and might be 
armoured heavily enough to 
take almost al you can 
throw. Perseverence and 











brute force will 
see them reduced 10 black- 
епед lumps of steel, though. 

Many of the terrorist стай are airborne, and 
in order to kill them you must leave the ground 
too. Press button two and the car lifts off, if 
you're going fast enough. You only have a lim- 
ited flying time, so it's best not to linger in the 
sky for too long. All the weapons systems oper- 
ate in the same way, but the battle is now in à 
third dimension 

If you avoid the road mines and destroy the 
droid craft buzzing in your direction, you get to 
have a crack at an end-of-level guardian. This 
is a large, well-armoured truck, which will 
absorb your worst efforts for quite a while 
Keep at it, though and boom - destruction, and 
on to stage two 

You're getting nearer to the city now. You 
can see it on the horizon. The terrorists are 
upping their efforts to stop you intercepting 
their nuclear warhead. This is the firework 
they are planning to let off at the party. And 
they are very determined to do it. The hard- 





Ф Oh, the open road. But there's trouble up ahead 
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ware ranged against you is 
getting larger and more 
sophisticated, and your fly- 
ing and driving skills had 
better be up to it. It is safer to 
fly for much of the way, but 
you must be quick to dive and 
cash in on extra fuel pods and 
missiles situated on the 
road. Running out of fuel is 
the most ignominious way 
of ending your mission. 

Fire and Forget II is a 
thoroughbred arcade game. 
Everything about it smacks of coin-op. 
If you aren't careful, you'll be trying to put 20p 
pieces into the ports of your console to get 
another game. 

The introductory screen is excellent. During 
the break between stages, the leader of the 
terrorists appears, and taunts you for not 
killing him (yet) It's another great piece of 
artwork, and fires you up even more 
to go and get him. 

The game's graphics are as 
fast and as smooth as 
Burnin' Rubber. You see 
the back and occasional- 
ly the sides of your 
Thunder Master I] as you 
manoeuvre, avoiding the 
enemy craft - which whizz 
towards you with a great 
sense of speed and realism 
The cartridge system 
appears to be excellent at 
displaying large, beauti- 
fully detailed sprites with 
amazing speed. And there are so 
many of them! As you progress 
through the levels, it seems as if 
you are meeting a different set of enemy vehi- 
cles with each encounter. 

As with many coin-ops there is a tune - | | 
which burbles to itself quite happily. It's fine. mum | | 
It's not intrusive and detracts nothing. The VERDICT | S “А. 
game sounds are excellent. Decent noises for m. 
the car, and the terrorist craft and the violence. Xm 
There's also some nice stereo effects to be 
heard on the new monitors. Check it out. 

The difficulty is pitched just right. It's pos- 
sible to progress at a satisfactory rate, without 
finding things too easy. You can tailor your 
playing style to suit your temperament. 

Survival by avoidance is not as much fun as GRAPHICS 88 9c 
wanton, indiscriminate violence, though! The 

joypad is perfectly acceptable as а control Ф In fact, destroy anything you see whizzing past. 
method, and the ability to use fire button one, - | 
two, or both together adds quite а few possi- 

bilities for the firing of different weapons, 

So, overall, the first cartridge game we've 
seen is a good ‘un. It isn't a revolutionary idea 
for a game, nor does it have the imagination of GRAB FACTOR 84 96 
many current and recent software releases, but 
it plays beautifully and it looks good 

The only thing left to worry about is the 
price. Nearly £30 is one hell of a lot compared 
to the £15 or so of traditional disk-based CPC 
software. But if that's the price you gotta pay 
for console games, that's the price you gotta AA RATING © 
pay! 
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e So head for them and fire at will, 
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James 'Fired and Forgotten' Leach A race-em-up with violence! Ф But collect the fuel or missile units in the road. 
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Hooray! Bul will you have the interest lo ігу 
the next level? 


WATCH YOUR FUEL 





Blobby jobbies go нает in Dobly! 
AMSTRAD COMMENT 


Deary те, what ап awful effort to 
be one of the very first Amstrad 







than the Sega game, it could (and 
| ob should) » a different 


Гапа the bed is very slow to 
respond. Amstrad GX4000 Fire and 
Forget Il delivers an Insipid, 
two-dimensional challenge that'll 
have you nodding off in a matter of 
minutes. One to be avoided like the plague, 
methinks. | 


MEAN MACHINES 








VIVA LA 
DIFFERENCE 


Fire and Forget Il is one of the first 
games to be simullaneously 
launched on two consoles, in this 
case the Sega Master System and 
Amstrad GX4000. The basic plot 
and the way the game works is the 
same on both machines, but the 
actual execution is very different 
on both versions. The Sega 
comments and ratings are on this 
page, and overleaf are the 
GX4000 comments and ratings - 
check ет both and see whal we 
mean. 

















Crummy title screen, a few in-game screens, | 
but no options. | 


Rubbish sprites, jerky scrolling and dreadful 
3D update. 


Pretty good tunes and fairly good effects. 


The unbelievably sluggish controls and 
dreadful visuals make playing this a chore. 


Completing the game is hard, but it's so bad 
you won t even want to bother. 


An utterly dreadful game in every 
respect. Even if you're desperate, wait 
for better GX4000 games to come along. 
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Hiro is the last of the 
| Bladeknights, a trained 
| warrior with a hi-tech 
|  re-programmable cyber- 
“J arm which can accept 
Й any number of different 

and ever more destructive 
weapons. He can also 
kick and punch hard 
enough 10  demolish 
walls and leap huge distance with one thrust 
of his mighty limbs. He's also about three feet 
tall, shaped like a seven-year-old 
Schwarzenegger and wears his cap back to 
front. We won't worry about that, though. 

Needless to say, Hiro has а rather impor- 
tant task to perform. Namely, to rid the world 
of Thraxx of the evil Havok, 
who has dominated the 
world since the shattering of 
the Fireblade (you are pay- 
ing attention, aren't you?) 
As Hiro, you must explore 
the Undercity beneath the 
surface of Thraxx, battling 
Havoks evil and ghastly 
minions and assembling the 
bits of the Fireblade so that 
you can use it against the 
evil geek himself. 

OK, never mind the sce- (Ф Get that heart! It's 
nario, let's get cracking... MANN "T 
oh, is that it? Hmm, click past the opening text 
screens and your first glimpse of the game 
itself is worrying. Um, the graphics only take 
up half the screen, and, er, there's only one 
colour, if you don't count black and white... 

Yes, well, let's not worry about the graphics 
for a moment - what does it play like? Well, 
Hiro's a game little chap. Admittedly, there's 
no great urgency about his walk — more like 
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somebody pushing а trolley around Waitrose 
than battling his way to a confrontation with 
an evil megalomaniac. However, he is nimble 
enough in a tight corner, delivering devestat- 
ing low kicks, high kicks and punches on 
demand and leaping huge gaps (with an 
appropriate run-up). 

You start out on the surface of Thraxx and 
can travel either left or right. Left will take you 
- via a nasty creature and 
some nasty flames - to à 
hole in the ground you 
don't see until you step 
onto it (depending on 
whether you can step on 
something that only exists 
because it isn't there, er, 
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Mutant [nseectosda covered mius joe 
Upped spines HO points 


Lethe) ba! creatures thet mriks with bise 


plement of vitality. If he gets hit by a monster, 
though, his vitality bar starts shrinking. When 
it gets to zero, he loses a life. To combat the 
various monsters he'll encounter, Hiro сап 
deliver low kicks, high kicks and punches. It ай 
depends on how long you keep the Fire button 
pressed. Let it go almost immediately and Hiro 
delivers à jab to the forehead. Keep it pressed 
a moment longer and he launches a boot at the 









Flamebogs 

Savage armoured boar men carrying 
arm mounted flame throwers 

300 Points 





Кона» 
Merciless robot олай те with wemomous 


Midecumrcborgarnrit wer Mac ines ar med 
эл high mohega electric stings 
300 Pointa 
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Fierce cyberneticeliy enhanced serpent man 2% 
armed with powerts: mechanical сіз 2) Павет а 
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looks a whole lot better. 
Hiro starts out with 
five lives and a full com- 


и if you kick that wall In, lo and behold! = a 
№ room and an easy way round, Always 
к out for small wall blocks showing extra detail 


in the others 
LE Е в... 
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Mow you can [ust go back and kick that other 
Mansnake's “ead їп ~ at no personal risk to your- 
self, too. There are a number of little puzztes like 
this to be solved with a little extra thought, 
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Huge, and so playable! 
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enemy's visage, keep it pressed until your 
'kickometer' (bottom of the screen) reaches 
maximum and you can kick the other guy's 
legs off. Brilliant! 

Switchblade is basically a Rick Dangerous- 
style game, where you must explore the under- 
ground corridors, avoiding traps and dealing 
with various nasties on the way. Unlike Rick 
Dangerous, however, you can't actually ‘see’ а 
room until you go into it. So, as you're explor- 
ing, you really are in the dark — and that adds а 
great deal to the game. Switchblade doesn't 
have Rick's humour, either, or its range of puz- 
zles, but it makes up for it with a wide variety 
of evil beasties and a whole host of collectable 


EXTRA we 


Collect the fetiers that 
spell out these words 
and you get a goodie. 


Your vitality meter. 
(You're looking a bit 
green about the gills 
at the moment...) 
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weapons апа bonuses. Given this range of 
weapons and opponents, Switchblade is as 
much а kick-em-up as an exploration game, 
but some of those puzzles are really very 
subtle, particularly аз you can come at 
many of them from different directions. 

f Switchblade's graphics take a while to 
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Your combat meter - tells 

ed weapon and, to the you how much power you've 
right, how much got stacked up for your next 
ammo you have left. hit. 


Your currently select- 
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impress, the same can be said of the gameplay. 
It's starts off seeming a bit easy and shal- 
low, but gradually esca- 
lates into a very impres- 

sive and challenging 
game indeed. In terms of 
size, it's a monster. With a 
total of over 150 screens to 
explore, you're talking about 
one huge game area. 

The graphics themselves 
really are very good indeed. 
Although it's all in four-colour mode, the pro- 
grammers have used split-screen techniques to 
bump up the colour count right from the start. 
And there are enough hardware sprites in 
there masquerading as background detail to 
push up the number of on-screen colours to 
nearer twenty than four. Combine that with 
the high resolution of Mode 1 and you've got a 
console game that looks like it's playing on a 
16-bit. (In fact, although the ST version's 
sprites are better, the Amstrad's backgrounds 
are miles ahead of the 16-bit machine's!) 

The soundtrack plays continuously, and is 
original and listenable. There are no sound 
effects, but that doesn't take much away from 
the game. 
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For Gremlin to use the four-colour mode оп 
the console - especially when people are 
expecting spectacular new standards of graph- 
ics — is a brave choice, but once any initial dis- 
appointment has worked off, the overwhelm- 
ing impression is of very subtle, and very. very 
good visuals which really do make the best of 
the new hardware. 

The other striking thing about the game is 
its sheer size — it just goes on and on! And the 
further you go, the better the puzzles, the ene- 
mies and the fun factor. 

И Burnin' Rubber on the console set new 
standards for driving games, then 
Switchblade does the same for platform adven- 
tures. It may not grab you by the short ‘n’ 
curlies straight away, but it slowly, inevitably, 
sucks you in until you simply can't leave it 
alone. What an excellent game! 

Rod Lawton 


TECHNICALLY SPEAKING... 


After playing Switchblade for a few days, we 
were so impressed we took Gremlin's technical 
guru James North-Hearn to one side and gave 
him a grilling... 


We've got Switchblade now, we've been 
playing it for a few days, and we think it's 
really good. 

Yes, we're really pleased with it 


It's a very big game, as well, isn't it? 
It's a massive game — there's an awful lot in 
there 


Now we understand that you've used the 
hardware sprites to actually add more 
colours for the backgrounds? 

We went to 4-colour mode because we felt 
that because of the size of detail, in the 16 
colour mode it would not have looked any- 
where near as impressive as it does. We used 
the stippling effect to add shading etc, which 
[ think you'll agree works. Because we went 
to 4-colour mode we wanted to add more 
colour, so there 5 already — without any hard 
ware sprites or anything - there's already 
two splits in it, which are noticeable at the 
top and bottom. And І think at most times we 
have at least six colours on and sometimes 
eight colours on screen. By splitting the 
screen and changing the palette, at the top, 
the play area and the bottom — if you count 
the colours you'll see theres always more 
than four. Because down at the bottom you've 
got a blue and a red, then you've got all the 
colours within the game. And there's also 
sometimes a different colour at the top. So 
that’s easy to implement on the console. In 
addition to that, we added colour to the back- 
grounds by actually making the backgrounds 
out of the 16-colour sprites. So we built up the 
backgrounds with normal background tech 
niques, but also added hardware sprites to 
add colour throughout the game 
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So the sprites are in 16-colours, but you get 
higher resolution for the sprites, don't you, 
than in normal 16-colour mode in the back- 
grounds...? 

What we didn't do is make very elaborate 
sprites, really big ones, and just plonk them 
on the screen for the sake of it, because that 
would have ruined the look of the game. The 
sprites are actually in key with the rest of the 
game. They fit. You can't tell they're in any 
way different from the backgrounds except 
that they're colourful. We've put sprites on 
every screen, во every screen contains well in 
excess of the normal four colours 


The thing is, we also took a look at the ST 
version - and we've been having а bit of a 
debate with the ST Format lads - but we 
actually reckon that the console version is 
better... 

slightly better, yeah! 


What do you think? 

For a start off, the product makes a very good 
console type of game. That's one of the rea 
sons you think it is better, because on the ST 
you re aiming — in a sense — to do a different 
kind of thing 


Does this game format lend itself to the con- 
sole hardware, is that what you're saying? 
Let's put it this way. The console hardware is 
such that we can implement that type of 
game as well — if not better - on the console 
than we can on the ST 


Is that because of things like the hardware 


sprites? 
Yes. That's because the hardware sprites 
enable us to put more colours on. Also, 


although in this game we don't scroll the 
backgrounds. If we had gone to 
design, obviously the 
been able to handle the 


сате 


а scrolling 
would have 
We think it 
out as well on the 
Amstrad as а product as it 
did on the ST. 1 think the 
thing you have to remem 
ber 1s we had hindsight as 
well We 
tweak any parts that we 
wanted to tweak because 
the 


console 


it as well 


were able to 


we d already produced 
ST version. But І wouldn't 


disagree with vou. I think 


up against the two, if І 
could play either one of 
them, I would probably be 
more likely to play the 
Amstrad console version 
esetet 
Well there you go - 
straight from the horse's 
colour mode, but (гу , 
The programmers have used mouth! 
additional console hard- Er, no offence, 


James. ..)) 





Undercity and, as the last ао assemble the | 
pieces of the Fireblade and defeat Havvy (as he's 
known to his friends). 

Hiro starts the game above ground, and must find 
an entrance to the Undercity. Once there, the 
numerous fiendish traps and puzzles must be solved 
in order to progress lo the next screen. Hiro jumps, 
kicks and punches his way Ihrough the caverns, 
defeating the baddies either with violence or cunning - 
тоз! crealures сап be jumped over, or lured into 
falling down pits. 

Goodies are scattered around the screens, and 
take different forms. Potion bottles can be kicked to 
reveal extra health, and shattering certain wall-blocks 
uncovers new (temporary) weapons, such as 
shuriken, bullets, or fireballs, which are especially 
useful for defeating the major monsters that guard the 
parts of the Fireblade. Destroying these blocks also 
reveals secret chambers - so be sure to kick anything 
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As Hiro explores the Underworld, more and 
more of the surrounding area is revealed. 


Destroy the top block and then use low kicks 
to kill the nasty below. 


PACKING A 

PUNCH 

Power-up icons can be difficult to | — 

locate, but аге а must-have when | T | SUPER PUNCH: A close-range 


it comes to offing the bosses. BULLETS: Rapid lire, but cause SHURIKEN: Move slowly through weapon thal knocks the socks off 
"e x А look а! the options: E relatively low damage. the air, but seriously injure foes. the enemy. 
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| DIRTY ROTTEN: 
en 
| SCOUNDRELS 


ра enemies come in many 
. shapes and sizes in Switchblade. 
гі _ Dragonmen are fairly easy to 
dispose of - especially wilh a 
“ы: | mega-kick - but have a nasty habit | 
1. Ў | of pushing Hiro off the screen. As _ 


some creatures reappear every | | - 
lime the hero re-enters a screen, "à BY: GREM LIN 
this can seriously damage Hiro's ! | 
| health! Scorpions are fearsome = 
ЕЕ... | PRICE £24.99 


| impossible to kill; the best bet is to | 
leap over them, O! course, the | 
сауегп must be high enough Гог 
this! 


А cartoon-style че sets the scene | 
in an atmospheric fashion. 


Brilliantly detailed with outstanding 
animation; it's only the lack of colour that 
lets the game down. 


Despite the lack of spot effects, the vy 
tune 18 онш апа по! the weedy sound 


5 сок ike the greatest game inthe | ава immensely ا‎ varied chalanges 
world rather drab and subtie changes in background. 
.. playability that cou 5 и да | | Addictive in the best рае мау. 
has it in abundance. Тһе landscape | у 
“= ўв huge, and there аге loads of реште TON RS EIRP NR ET = 
"ат hidden screens and bonuses и or à 3 | With 150 screens and геагзоте гоез, 
alias waiting to be discovered - - just like т алса Switchblade will keep even the most jaded 
JU | 2 Білемін dee siot ТҰ?! +. ~< cd тын player intrigued Гог а long time! 
certainly have to battle every inch of the way! It 
helps if you make a map (И you do, send it in to 
Ve lips sectionl), s there are в variety сі different 


Wall- вита, baddie-biffing, 
tunnel-tramping fun all the way! Highly 
recommended. 





BY EPYX 


part гот батта ІІ, the 

only other sports simula- 
поп available on the GX4000 
is Epyx World of Games, а 
four-event affair. 

Up to four people can play 
at once, in a sort of strange 
дчапа оп. Each player at- 
lempts an event, and the hig- 
hest scorer wins the gold, the 
second highest the silver and 
во on. Al the end of the com- 
petition the person with the 
most medals is the winner! 

The events are pretty 


ЕГІЗГІ 7 


diverse. First there's the cliff 
diving, in which you have to 
dive off the top of a high cliff 
The player is judged on his di- 
ving style, and his timing and 
entry into the water. 

After that it's time for 
some downhill skiing. Guide 
your skier through the gates 
as he whizzes down the verti- 
cally scrolling piste. Miss a 
gate and points are docked 
гот your overall time 

BMXing requires you to 
ride a BMX bike over a hori- 
zontally scrolling course 


v Ed for the elusive 360 in the A" event! 
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Points аге scored by pertor- 
ming stunts - but watch you 
don t fall on your head or 
you'll be out. 

Finally, there's surfing 
Hide the wave and launch 
yourself into the air and per- 
lorm spins to gain as many 
points. as possible within the 
time limit. 

If you score well enough, 
your efforts will appear on the 
record table, and you can 
show them off to your pals 
(for as long as the machine 
stays оп). 


2010 




















А Your ВМХ bites the dust - literally! 


GX4000 
£24.99 





Epyx World of Games cer- 
tainly looks good, with 
plenty of colour and some 
nice detail - the BMX and 


becomes 
there’ в simply. not 
on offer. All the 
events are incredibly 
easy to complete - even a 
novice could notch up 
near-perfect record 
scores in a sitting - and 
after that the lack of re- 
ward makes playing this a 
routine chore rather than 
an exciting challenge. 
The four-player option 
adds a bit of lasting ap- 
peal, but when it comes 
down to it the easy-to- 
master gameplay and 
lack of variety ultimately 
results in boredom. If 
you're a fan of sports 
games, you're bound to 
be disappointed by the 
absence of depth and ex- 
citement. 


JULIAN RIGNALL 


ACTION TEST 





US Gold х £24.99 


The urge to compete is irresistible. Don't you 
feel you need to pit your fitness and skills 
against others? Don't you need to win at every- 
thing you do? If not, then you're probably a 
normal, well-adjusted person. However, if you 
are manically competitive you might be willing 
to travel all over the world in order to beat peo- 
ple at exciting and obscure sports. This selec- 
tion of four games lets you do just that 

There are four sports which you'll have to 
master if you want to reach the top of Epyx's 
high score table. The first is good old BMX rid- 
ing (remember that?). It's not a case of tackling 
the traditional half-tube this time, but ped- 
alling along an incredibly perilous track, lit- 
tered with railway sleepers, bales of hay and 
vertical drops. 
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Epyx Wold of 


The track scrolls in a sort of 3D towards the 
top left hand corner of the screen. You, control- 
ling your speed and direction, must successful- 
ly get to the end of the course in the shortest 
possible time. You have three lives, losing one 
every time you tumble off the bike. The best 
way to complete the course is to go as fast as 
you can, doing wheelies whenever you reach 
an obstacle to bounce over it. If you do come 
off, you'll either start at the beginning or half 
way through, depending on how far you got 
before the tragic accident. 

Having proved how incredibly talented at 
BMXing you are, it's time to get on a plane and 
fly to Switzerland (or, conceivably, Austria) to 
strap on your skis and go, er, skiing. 

You start in a shed at the top of a fiendish 
slalom course. Dig your sticks in, push, and 
you're off. Again, you control speed as well as 
left and right movement. Speed is still of the 
essence. You view yourself from in front and 
above, so the angles are easier to judge. The 
only problem occurs if you let your speed build 
up too much. You won't be able to get through 
many of a gates, and will end up smacking into 
a pole. You lose a life and lie there for a few 
seconds, dazed. 

The controls are suitably skiddy; you'll be 
hammering the joystick or joypad to get round 
some of the trickier switchbacks. And it is so 
frustrating when you see a flagpole looming up 
right in your path. It's possible to miss out 
some gates. You don't get any points for doing 
this, but you'll stay on your skis until you reach 
the bottom 

Having survived that with only minor 
breaks, dislocations and frostbite, you'll want 
to travel to a warmer part of the world. What 
about Hawaii? Yeah! Everybody jump in the 
water because the surf's back in town! (eh? 
ed). 

You must ride a huge wave, 
doing tricks, flips and other 
brave manoeuvres to gain ав 
many points as possible. Again, 
you'll have to be quick because 
the wave is beginning to break 
И you get caught in the сип, 
you'll tumble off, smacking your 
head nastily on the sea-bed and 
losing one of your lives. 

There are a number of 
moves you can attempt on the 
crest; the harder and more 
impressive they are, the more 
points you'll get. Simple back: 
ward flips look a bit pathetic, 
but if you keep doing a lot, your 
score gets to Пе quite 




















© Awesome! Leap onto the board and ride the sur! 


respectable. Or you can try flying off the top, 
twisting in mid-air, then slipping back down 
the wave. It's very tricky and requires practice, 
skill and the ability to swim. 

Having developed a taste (albeit salty) for 
aquatic competition, you then travel back 
across half the Pacific to Mexico. There you 
decide to jump off some very high cliffs into 
approximately fifteen feet of water. People who 
do this find it hard to get comprehensive life 
insurance, because it is a tad risky - those 
rocks are sharp and can certainly have your 
eye out if you're not careful 

You control the angle of the diver; you can 
either drop straight down, in which case you 
might collide with the rock-face whizzing past 





Ф Нип yourself as far from the cliff as you can 





Ф And enter the water as cleanly as possible 





© Flip the board into the air to gain mega-points 





© The uncool bit. when you fumble into the ocean 


mere inches away, or a select a flatter trajecto- 
ry ending in a belly-flop which hurts a great 
deal. 

Points are awarded on whether you man- 
age to enter the water cleanly,.and whether 
you strike the bottom of the rock-pool before 
surfacing, 

A large pelican sits on a rock next to the 
pool and watches all your efforts. If you are too 
pathetic, he covers his eyes with his wings. It's 
certainly a nice touch, and is well drawn to say 
the least, 

The graphics are without exception very 
pretty indeed in all the events. They are fast 
and smooth as well, as we are coming to 
expect from the far superior cartridge-based 
software. It has to be said that in the skiing 
and surfing events, the sprites are not particu- 
larly large. However, they are very detailed and 
will impress the socks off you. 

The sound might have taken straight from 
an arcade machine. It complements the gor- 
geous visuals perfectly, and really demon- 
Strates what is possible with the new stereo 
effects, A tune plays throughout the events 
and spot effects punctuate the action at the 
salient points. 

What lets down World Of Games is -sur- 
prisingly — its 'forgivingness'. The events аге 
all fairly easy to complete but if you don't suc- 





ir feet of water 


ФО! You've ist dived 100 feel into fou 


ACTION TEST 





Ф But make sure that your feet stay on the board. It's very 


ceed, you automatically go on to the next one 
anyway. This means that all you're doing is try- 
ing to get points rather than progress in the 
game. There a several differing manoeuvres 
which you can perform in each discipline, but 
they are subtle and difficult, so you'll probably 
end up just going as fast as you can, to get 
points that way. 

The most startling thing of all about World 
of Sports is not the gameplay, which has been 
seen before, but the sheer quality of the graph- 
ics — it's hard to believe it's playing on an 8-bit 
Amstrad! 

50, all in all, World of Sports is a distinct 
step up from the current crop of CPC games in 
terms of graphics and sound, but unfortunately 
lacks the real gameplay to accompany this 
feast for eye and ear. More events would have 
been nice, as would a bit more variety and 
length in each one. 

James 'Surf-Bum' Leach 


VERDICT 


FIRST DAY TARGET SCORE 
Score in all four events 


STAYING POWER 


66% 





AMSTRAD ACTION 45 





TY first sports simulation to appear on the GX4000 
is а four-event affair featuring BMX riding, surfing, 
СИН diving and downhill slalom. 

Up to four people can play at once, in a sort с! 
micro-Olympic quartathlon. Each player attempts an 
event, and the highest scorer wins the gold, the 
second highest the silver and so on. At the end of the 
competition Ihe person with the most medals is the 
winner! 

If you re on your own, there's а practice option so 
thal you can play an event over and over again until 
you re completely unbealable, and there are also 
record tables where all your greatest attempts are 
displayed for you gloat over. 
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A Going Гог һе elusive 360 on the surfboard. 


y Peering aver the chasm before the dive. 





* Маке sure you straighten out before you land! 
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À Thebeginning of the ski 
slalom. 


WHERE DID 
THEY COME 
FROM? 


The events in Epyx World с! 
Games have all been culled from 
Ihe Epyx Games series, which 
have appeared on various 
computer systems over the last six 
years. Cliff diving appeared in 
World Games, BMX and surfing 
graced the superb California 
Games and slalom skiing featured 
in Winter Games. So now you 
know. 





е. Г. Р) ал 
Fan A Hx. 
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Hop onto а ВМХ and ride down Ihe very hilly course 
allempting lo do as many stunts as possible for bonus 
points. Из played against Ihe clock, and Ihe quickesi 


lime from stari to finish wins the race 


SLALOM SKIING 

Ski down а slope as last as you can, making sure thal 
you go through the pairs of Падз. Points are deducted 
| lor missing them - just make sure you get lo the 


bollom in the lastesi time with as lew faulls as 
possible 






ТІЛДІ 


SURFING 

Take to the beaches of California, ride the waves and 
do as many stunts as you can lor mega-points within 
Ihe time limit. You're only allowed three wipe-ouls 
(falling off your board lo you and me) - so be careful 
oul there 


CLIFF | DIVING 

This is the slighily mad sport of slinging yoursell off a 
rocky perch to dive into the rather shallow water 
below. Points are scored lor Ihe perfection ol the dive 
À perfec! 10 is a guaranteed winner - and nearly 
impossible! 








COMMENT 


This is a 
disappointment 
from the start. 
The loading 
screen is dull 
and lifeless, and 
I'm afraid the 
rest of the game 
* "Ж follows suit, The 
Y ’ BMXis 
^M ATT monotonous, the 
skiing is too 
easy, the surfing is poorly 
animated and the cliff diving - 
well, the diving is quite fun and 
is certainly different (І love 
smashing my head all over the 
rocks!). The main problem is the 
lack of events: only fourina 
console game is taking the Mick 
a little, | feel. Perhaps the game 
would be improved by a proper 
medal-giving ceremony, but! 
doubt if this would really help. 
An average game that | can't 
honestly recommend. 





COMMENT 


On the positive 
side, this 
features some 
great sprites and 







backdrops which 
really show what 
the GX4000 can 
really do. 

J у LAN" on the 
negative side, there are only 
four events and they're not 
particularly challenging. И only 
takes a session or two before 
you get near perfect scores, and 
therefore any sense of real 
achievement is minimised. If 


Epyx World of Games had a few 
more events, | would heartily 


recommend it. But as it stands 
there's simply not enough to 
keep you entertained for very 
long. 


Leap your through the BMX event. 


ах4000 


EPYX WORLD OF B 

















A whole load of excellent options allowing 
up to four players to practice and compete. 


| ] Ё 1 4 | 
E d "T І 
a 


Detailed and nicely animated sprites and | 
greal backdrops, particularly the skiing. | 


8 
! 


Rather weak effects, and even weaker tunes, 


Very easy, in fact too easy to get into. 
MUT 
| 


Only four easy events lo keep you occupied | 
- you won t be playing this for very long. 


Had loads of potential, but unfortunately] 


this package leaves you wanting a lot 
more. | 





ACTION TEST 



























1 = KICK OFF 
£ = OPTIONS 







Gazza: a legend in his own lunchtime. The 
Spurs midfielder who leapt into the limelight 
with his tearful performance in the World Cup. 

This is the second game that's had Gazza's 
name on the box (so that explains the title). It's 
less than a year ago (AA54) that we looked at 
Gazza's Super Soccer - and gave it a right old 
panning... 

Empire is making the most out of Gazza's 
new found fame and fortune, and Gazza JJ will 
no doubt attract many of the footballer's new 
fans. 


оф Не 
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® Oh, and Player One has а goal-scaring chance... 


1195 Я соя” и + 38 МІСКІМС OFF 
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PLAYER ONE = и 4 
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ALBANIA 





е. -and its in the net! 
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title page, Gazza the game has very littl 
to do with the Tyneside hero. Eleve 
identical footballers play on each side 
none of them with a Geordie accent. 

It has to b 

said that Gazza isn 
much of a footie sim 
There are no fouls 
penalties, or free kicks 
Your team play like ; 
maurandering rabble 
and any pre-match tac 
tics the team may һау! 
gone through are out th: 


"NN А window the instant the kick 
| off whistle is blown. 

Perhaps that's why її: 
such a darned good game! It's no 


bogged down with all the tediou: 
offside rules, and is more lik: 












Gazza П 
5 274 playground football than апу 
isnt a | 

| thing. Everybody appears t 
really a Р”, С 
sequel го у / chase the ball at once, anc 
Super қ j в A | one team break; 
со ша Ма M MES. I SEP through, and your defence 
(thank E e — m 
goodness). 


The team man- / P, 
agement sec- ға 
tion has been 

dropped, and the game has more in common 
with the Kick Off style of computer footie than 
anything else, 

There are few options. You can set the 
game length, whether you play human or com- 
puter opponents, and the skill level of the com- 
puter team. That aside, it’s straight into the 
action. 

Apart from the (very good) digitised picture 
of the nation's 
favourite foot- 
baller on the 


- ------ в 1 [ & а... е) 
— == г. ы в о“ т 
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PLAYER ONE — 


e Control automatically switches to the man near- 
est the ball - confusing when your players start 
swarming round 









has deserted you, then there's only your 
(rather useless) goalie between the ball and 
the net. 
It's an uncomplicated game. When 
you have possesion you can simply run 
along with the ball. The computer-con- 
trolled players run after it in roughly the 
right direction. All this dribbling slows 
you down, though, so it's quite possible 
to be caught by the computer players. 
Tackling is achieved by running into the 
player with the ball and pressing Fire. 


Rather than let the other team take control, the 
obvious thing to do is to boot the ball to anoth- 
er player on your team. 

Gazza П has one of the finest passing 
mechanisms of any football game. The longer 
you hold down the Fire button, the more powe 
ful the kick. This allows pin-point passing 
between the other players on your team - ап 
area that other games have had difficulty with. 
There are usually one or two team mates hang- 





er Е р less. 


ing around your man. You always control the 
player nearest the ball, so you become the 
player you've passed to as soon as you've 
kicked the ball. This system works well for the 
most part. Sometimes, though, when you're 
chasing the ball, another жол. 
player on your team gets 
пеагег. In this instance, | 
control flips to him, and 
vou can get a little disori- 
entated while you work 
out what's qoing on. 
Gazza is very 'diago- 
nal’: movement of the MEETS 


Ls R- 


роым. SOUND TEST 


ТЕЙМ 1 CONTROL ; 209 1 
TEAN 2 CONTROL : с.ғ.у. 
LENGTH OF MATCH: бы MINS 


ом JOY 1 USE FIRE 1 ТО KICK 


ACTION TEST e 


Coming soon, on 9 CPE Meur yos, 


Gazza will also be made available on tape and disk formats, priced at £10.99 and £14.99 respectively. 

These versions will have to make do without the specialist hardware in the Plus and GX4000. So, don't take 
for granted that all the features and the same level of playability will be present on the CPC versions. This 
review is for the cartridge version only. 

Of course, we will give you our opinion of the 'standard' game just as soon as it's made available to us... 



















"ITS A GOAL 
В БЕН 
лета в. 


PLAYER ONE 


The goalkeepers are стар. They track ше 
ball up and down, so shooting diagonally 
means you score every time. Even if the ball 
hits the keeper head on, you can score if you 


өте the ball а hard enough thwack. When they 


occasionally do make a save, 
they never catch the ball, 1 
just rebounds back into чи 
penalty area. 

Niggles aside, though, 
the speed and superb playabil- 
ity make up for it all. The pitch 
scrolls (rapidly) to follow the 
progress of the ball. The game 


players and the ball is | 
strictly by compass direc- | 


tion. No doubt this has a 
lot to do with the speed 
of the game, but it does 
cause flaws in the game- 
play. Kick-offs are a sham. 
You basically have three 
directions to boot the ball 
in - each leads straight to 
the feet of an opposing 
player. There's definitely 


тұ 


WEYS : Я. 2, 





Зе 2) 
І. 0, SPACE 


ALBANIA 
STH. KOREA 
ROnAMIR 
CAMEROON 
FRANCE 
SPAIH 
ITALY 
ЕМО AMD 
GERMANY 
BRAZIL 


| action's viewed 
the (none too accurate) white 


is played left to right, rather 
than up and down as is more 
common in footie games. The 
from above, 


pitch markings and occasional 
fleck of yellow make up the 
entire background. At the bot- 
tom of the screen a scanner 
shows a small-scale represen- 


| tation of the the whole pitch. 
| Coloured dots tell you where 


no advantage to be had 
with the kick-off - the 
fact the other team imme- 
diately gain possesion 
stops that. 

Comers are another annoying ‘bug’. Here 
there is only one possible direction - at a 45- 
degree angle towards the centre of the pitch. 
The only influence you have on a corner is how 
hard the ball is hit. Worse still, your team 
mates seem disinterested in this goal-scoring 
opportunity. Instead of tactically positioning 
themselves to take full advantage of the corner, 
they wander off to their own side. Of course, as 
soon as the kick is taken the ball goes immedi- 
ately to the other team. In fact it became an 
often-used tactic in the AA office: if you're 
unde pressure, boot the ball off the pitch — that 
way you're guaranteed to clear your half of the 
other team’s players. 


e | 





USE UP AHD DOUN TO CHOOSE 


| the players and ball are. It 
| becomes necessary to learn to 
` keep an eye on both screens at 

once! Then long passes from 
one side of the pitch to the other are possible. 
In two-player games, player one is always light 
blue, and the opposition plays in black. This 
choice of colour guarantees that there'll be no 
confusion about who's who. 

The skill of the computer's team is picked 
by team name. Albania are the weakest team, 
and Brazil are the best. Skill relates directly to 
the speed that the team's players move at. The 
speed advantage you have over the slowest 
teams makes winning a walkover. Play the 
computer at anything approaching your own 
ability, though, and you've got one tough 
match on your hands! 

Gazza II is the most playable footie game 
on any computer! It's very (very) fast, the pass- 


ing is excellent, and the 
playability spot on. As 
ever, a two-player game 
is the one to really 


test you. Playing 
against a person, 
and thrasing the 


pants off them, is so | 
much more satisfy- 
ing than playing a 
computer opponent. 
There are a few annoy- 


ing quirks. Even 50, 
Gazza has got most things 
just about right. 
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GRAB FACTOR 86% 





| 
| "P шъ ғ || ғ { - жаз м F b Li Г „3 й 
| Е  « 1 D | 2 | Я = жи Le 
- 1 р ni! E Ат) | | à ў 


| ! >. | L 
HILL M E L та .. = LI s 


AA RATING 88% 


The most fun footie sim 
you'll find! 
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S Di 34.1 


77% 


MICKING OFF 


mo % | à 


“IT’S A GOALS" 
М — я жа | 


т STOP YOUR 
ШИ SOBBING 


Paul Gascoigne first caught the 
— ڪڪ‎ public eye when пе started playing 
de О М М Е МТ with Newcastle United as an 
E apprentice in the mid 'eighties. He 
|, X moved to Tottenham Hotspur in 
When you first see this, it looks the 1988 season where һе soon 
like a super horizontally scrolling became a star p slayer 
Kick ОН И - the action is fast and T 
the graphics are very smooth! 
However, start playing and some 
major shortfalls become apparent. 
The goalies are hopeless - shoot 
diagonally and a goal is 
guaranteed, and the way the 


шая ! | 














PLAYER ОМЕ 


А England winning? It must be a computer 
fantasy game! 



























players patrol the pitch is made a е Өлді. licensing | 
completely unintelligent. There and endorsements, as well as 
J U LIAN aren't any penalties or free kicks personal appearances and even 


either, which is another negative point. | also доп ^"singing' on records. But, as 
like the way the ball sticks to the players’ feet - but Bobby Robson said, he's still as 
| suppose that's just personal preference. It's а daft as a brush, 

shame these niggles are present, because they 
detract from the great graphics and excellent 
control method. Football-starved GX4000 owners 
might like to give this a go - but don't expect the 
world. 
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в. а. 
BY: EMPIRE 
PRICE: £24.99 


RELEASE DATE: OUT NOW 
GAME DIFFICULTY: EASY 
LIVES: N/A 
CONTINUES: N/A 
SKILL LEVELS: 
RESPONSIVENESS: 









RADAR LOVE 












A digitised piccie of Gazza lets you know те] 
Star of the game. Weird option screen 


though. 
GRAPHICS 83% 


е straightforward sprites and pitch add 
| clarity, although they tend to be somewhat 


$0 75% 


| Simple effects, such as booting the ball, are 
| unintrusive - but the tune is as melodic as 
































Намау, mon, де ye leek те geem? Gazza's single (ie not at all). 
Well, sorry Gazza, Из a little 
—Ó 9 disappointing in some respects. 80% | 
шаб." The lack of intelligent zoning and = E | 
PLOVER ене goalkeeping means that попе of Ine contro! method takes some getting used} 
&/, the players are where you'd like to, but works well. | 












М» them to be (especially the goalie). 











4. 2 * Despite this, the game has some 
| бы qut _ excellent features too; the 
1 | (4 | boot-o-meter allows reasonable | With a World Cup-style option and variable 


| control over the power of shots, 
| MATT and the radar, when the colours 
don't merge too much, helps to plan passes and | | 
attacks. The tackling is fairly well implemented, | | | | 
preventing a player from just strolling down the 
middie of the pitch and taking a shot (a fault in | | 
тапу other footie games). So the game has its | к 
strengths, but it's а shame that the weaknesses А potentially brilliant football game let 
prevent this from being а classic, down by several annoying faults. 


| match length, this is a game with balls. 













azza - what а man! 

„А Spurs soccer ace and 
England hero as well as a 
chart-lopping song bird (more 
like song elephant), Paul Ga- 


scoigne is certainly а man to : 


be seen with (preferably with- 
out him actually noticing). It 
seems thal Empire have 
been particularly impressed 
with his mindless antics and 
have decided to sell another 


soccer simulation with his offi- 
cial endorsement. 


Из the usual soccer simu- 
lation fare, as you control 
your players on the eight-way 
scrolling pitch, and your ob- 
jective is plant the ball in one 
of the goals (preferably your 
opponent's) found at the tar- 
lefi or far-right of the pitch 
Easy huh? You simply run 
around the pitch taking con- 
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tro! of the player nearest to 
the ball. 

Gazza 2 contains a num- 
ber of major international 
teams from the suicidal Alba- 
та (they actually pass the 
ball to you when they kick 
off!) to the terrifying Brazilian 
team, whose fooly prowess is 
beyond compare. There's 


also a Chance to sample sim- 


ultaneous two player thrills if 
that's what you fancy 


Е | à — | 
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Г Г you enjoyed the first 
| thrilling instalment of 
„А. Robo's adventures, then 
this one's going to blow your 
mind. Combining action 
sequences оі еріс ргорог- 
tions and puzzles to set your 





mind reeling, Robocop 2 is 
an excellent example of the 
extra facilities available on 
the Plus range. 

Starting ой at the begin- 
ning, where else, Robo'stask 
15 to locate the Nuke Lab at 


the River RougeSludge Plant. 
From the very first, you've 
gotastruggle on your hands. 
Avoid the hammer pins, the 
pitfalls, the electricity bolts 
and a whole host of other 
hazards on your way to 
making a few well-timed ar- 
rests during your hunt. 

Timing on this level is 
essential and you'll need to 
take a fair few turns before 
you master each move and 
jump. 

While Robo is out on Ше 
chase for villains, OCP has 
managed to slip a few confus- 
ing directive changes into his 
circuitry. As a result, levels 
two and five will have you 
fuming as vou desperately 
try to find the memory chips 
which will bring back Robo's 
full power. 








Robocop 2 


| M 
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Я Ocean 


90% 88% 97%. 
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There are 32 to find in all, 
in order to complete four 
separate circuit boards. As 
you guide your cursor around 
each board, you'll have to 
plan wellin advance, in order 
to avoid being cut off by burnt 
tracks. Watch out for the 
directive chips as well, or 
youll end up where you 
started. 

To help Robo maintain his 
perfect scores, levels three 
and six will see you down at 


the shooting gallery. Move 
the gunsight around the 
screen and blast away the 
criminals without harming 
any civilians. 

Аз you move on to the 
hazards of the Tokugawa 
Brewery and ultimately, OCP 
Civic Centrum, the action 
really hots up, culminating 
with the final battle with the 
beast itself-Robocop 2. 

Throughoutthe game, the 
graphics are stunning. 
Scrolling is smooth and you 
can pick up a fair bit of speed 
along the platforms. 

There are seven levels in 
all,each ofwhichiscunningly 
thought out to provide a real 
challenge with gripping 
gameplay. You'll be able to 
complete it, but not without 
some real effort and cunning 
of vour own. 

The music also provides 
just the right atmosphere to 
keep you glued to Robo's 
progress and, even if it does 
take you a while to master 
the first level, you'll want to 
keep on going until you suc- 
ceed. Get to that final battle 
to the death at OCP Central 
and you'll know it's all been 
worth it. 





pa 
| № 


Cartridge £24.99 
—— ea 

Заков) 

Е (ез rara 2 


ос 7 1 ха 
est 
M PHA S -. oos. i 










Amstrad User April 1991 























































ON TEST 


he future law шщ 
enforcement is > 


раск... and Боу, is > 
he upset! Not sur- > 

prising, really - problems 

galore confront ош shiny 

hero, and only his wits and sf? 

cunning can save him... well 

those and а whacking great 

machine gun. 

Following on from the first movi 
Murphy, the baldy cyborg from Detroit, has found 
himself in a bit of a fix. Gangs of nasty unshaven 
louts have taken to the streets, peddling a 
bizarre narcotic called Nuke, a drug which 
reduces the user to a drooling, snarling psy- 
chopath, incapable о! reason ог logical 
behaviour. (Have you tned it then Frank? — ed.) 

Robo's task is to locate the base laboratory 
where the Nuke is manufactured, and destroy It 
utterly. This normally wouldn't be much of а 
problem for Robocop, because he is basically 
rock hard (nobody spills his pint and lives to tell 
the tale), but unfortunately he has more than a 
few extra problems to deal with. Not least of 
which is the fact that his own parent company 
OCP, has come up with a model to replace him 
Understandably miffed, Robo pulls on his tita- 
nium Y-Fronts, and heads off into the grimy 
Detroit underworid 

What we have here is a four-way scrolling 
platform-cum-shoot-em-up which, at first 
glance, bears an uncanny resemblance to the 
original Robocop. The action begins in the 
River Rouge Sludge Plant, a huge warehouse 
chock-a-block with devious traps, drug- 
x crazed psychopaths, and secret (well, 
sort of secret) 
rooms 





OCEAN E £24.99 cartridge 


Considering he must 
pie ade about haif a ton, 

Robo is a surprisingly nippy little 
Cyborg. Almost too E in fact, and 

this soon becomes apparent as you 
accidentally hurtle, at a truly sui- 
cidal rate, into some bottomless 
pit or under a plunging spike. 
However, Robo's reactions 
are swift, and he can leap 
with  (admittedly, less 
than majestic) grace 
across all but the 

\ widest chasm. 

In three of the 
levels (out of seven), 
the action is loosely 
reminiscent of plat- 
form games like 
Bounty Bob, or 
even Jet Set Willy. 
Seemingly insur- 
mountable obstacles 
hinder your progress, 
conveyor belts drag you 
inexorably to your doom, and 
pixel-perfect timing 1$ 
required to board floating plat- 


4 





к. 
PELLI NET. Л?Ш March 1991 


Оно: 09 








forms. The other fou 
levels are smalle 

‘bonus' stages 
Robo is arme 
with а рей! 
snazzy machine 
pistol, but has to be careful no 
to blow away any co-operative 
arrest subjects. Your energi 
decreases at a sometimes hornble 
speed, but a large supply of lives anc 
well-placed energy bonuses should east 
the strain a little. Platforms, however, are you: 
Nain concern, at least until the other levels are 

reached 

Actually, these bonus levels, while lackinc 
depth, could be considered games in their ow 
right. There are two types. One is a puzzle 
where our chromium crusader has to regain hi: 
human identity by connecting a network of chips: 
on a circuit board. The other is an Operation Wol 
style shoot-em-up and has you calibrating you 
targeting system on a shooting range. Stop the 
crims, but don't bump off anything that look: 


even remotely cute 


(SCOR Ie MESSAGE 
REPORT 


ТЕ СЕВРИ" он 


LOCATION : 


Чү ы e 


И Такс > 


e Watch where you're pointing that thing, your 
man, you'l have someone's eye out if you're no 
careful. 





e Robocop spots а cannister of Nuke, but getting t: 
it is another matter, what with electric shields am 
plunging spikes. | wonder if they deliver? 


22171717277) 
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Ф The bonus rooms give you a chance to have i 
breather, and an opportunity to fill your pocket 
with lots of excellent swag. 


„7 тр 
ая 


E 
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© “Roses are red, violets are blue, if you spill Robo's pint, this'll happen to 
you." Some poor unfortunate discovers that messing with the titanium terror 


is not a smart thing to do. 


When the Robocop cart was first plugged in, 
you could hear the sound of jaws dropping 
all around the office. An excellent intro 
screen pops up, accompanied by some 
of the finest sonics ever to funk their way 
out of an The presentation 
screens, packed with colour, and beautifully 
drawn, immediately give the game a movie- 
style appearance, but only when you hit the 
Start button does the true quality of the game 
hit you 

The enhanced graphics have 
been used to produce beautifully coloured and 
detailed backgrounds, with some fairly spiffy 
sprites inhabiting said backgrounds. Animation 
of the main Robo sprite is a bit suspect, but then 
he is supposed to be a robot, isn't he? 

A choice of sound effects or music is pre 
sented to the player, and the atmospheric 
soundtrack (a kind of remix of the film theme) 
really drives the game along 

The platform theme has been done to death 
in the past, but this particular outing has enough 
style and more than enough surprises to carry it 
off. With plenty of active background features 
like moving platforms, jet-powered elevators and 
hydraulic crushers to name but a few, Robocop 2 
emerges from a somewhat staid format as a 
refreshing and enjoyable challenge 

And challenge is the word — Robocop 2 is 
HARD! Thankfully, just as your frustration 
reaches a critical point, progress of some sort is 
made, and your Amstrad is saved from the quite 
unnecessarily savage beating you were just 
about to administer 


Amstrad 


console's 





6 Nipping into a bonus room is definitely a good 
idea, as it stops you going all the way back to the 
begining when you snuff it. 










Novices may at first be 
put off by the enormously 
difficult nature of the chal- 
lenge before them, but 
perseverance  reaps its 
own rewards. You find 
that the urge to see what 
lies at the top of a ledge, or 


at the end of a maze of 
tricky conveyor belts, is 
irresistible 


Reaching the end of 
Level One alone is an 
immense task, but in order 
to reach the final con 
frontation with Robocop 2 
our hero will require some 
| kind of superhuman effort 
F (its probably just as well 

he is superhuman then, 
really) 
The sub-games are 
excellent in presentation, 
and the Identity Chip section 


15 à real 







Both 


vou à 


brain-teaser 
sub-games allow 

chance to have a breather, and 
vou really do need one, if only to mop the sweat 
from your brow, and, for that matter, from your 
joypad.. 

Robocop 2 is a very impressive game, it just 
dosent have the Amstrad look that we've all got 
used to over the years. On first appearances 
alone, you could be forgiven for mistaking this 
for a good ST title, and the music, sound effects 
and depth of play would do little to change your 
mind 

Infinitely better even than the original qame 
this has to rank as one of the finest Amstrad 
titles yet, and hopefully will set the standard for 
the new hardware. Expensive, but the quality of 
the package really sets this one apart. An essen- 
tial purchase., Frank O'Connor 








© What's on the conveyor belt tonight? TV, 
luggage, toaster, microwave oven, his 'n' hers 
watches, food mixer, cuddly toy, big metal rozzer??! 
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THE STOR 
SO FAR... 


Іп the first Нобосор movie our hero, Frank Murph 
gets blown to pieces by a particularly nasty drug 
dealer. After being declared legally dead, Murphy’ 
brain and remaining organs are placed in a titaniu 
and plastic exoskeleton, part of a plot by the huge 
OCP corporation to replace the police force of 
Detroit with a centrally controlled and privatised 
force of robotic rozzers. Murphy, however, begins 
regain his memory, and causes problems for his 
owners when he sets out to avenge his own death. 

The first movie was blessed with a very black 
sense of humour, and director Paul Verhoeven he 
died the film with great style and wit. 

The sequel, however, is nowhere near as goot 
as the original and Orion, critcised for making the 
film too violent, has promised that Robocop 3 will 
classified a PG. This could well mean a better film, 
but it will almost certainly ensure a larger audience 
bearing in mind that most Robofans are under 18. 

Robocop 2, though, is a vast improvement on 
the original title, and possibly one of the best film 
tie-ins to date. 

When the Amstrad console was first released, 
doubts were expressed both about its future, and 
technical potential. A quick look at Robocop 2 
should allay any fears that present owners, or pote 
tial buyers may have had. When compared to the 
first releases for the Nintendo, or Sega, Robo sho 
give some idea of the future potential of the new 
machine... 





FIRST DAY TARGET SCORE 
Complete Level One 


ROBOCOP 2 










GRAPHICS .................... 


Sharp, colourful, and easily the best 
seen on the Amstrad to date 


5ОМІС5........................ 


Move vour hooves to the funky 
grooves. Outstanding 


GRAB FACTOR ооо ооо 
Picks you up, turns you round - 
forget any plans you had for the day 


STAYING POWER ........... 
A huge and demanding task, and 
one you won't tire of quickly 


Wonderful graphics and sound. Tough as 
hell but very playable. 
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Robocop 2 

features some 

brilliant graphics 
-the 


backgrounds are 
excellent, and 
the intermission 


e 8 M “Я. screens are 
UN 


ак ж. A nie there 


JULIAN е” 


gameplay features in the 
platform sections which had me 
literally screaming with 
detection is very dodgy - Robo 
often dies when it seems that 
he's well clear of а deadly 
obstacle, and he also has a 
habit of falling through holes in 
the floor when he turns around 
100 close lo them. Another 
annoying feature is that some 
harmful objects are so well 
blended into the backdrops, you 
don't actually realise they're 
deadly until you ve walked into 
пет - aaagh! It's a shame that 
these features are present, 
because they let down the 
excellent puzzle and shoot-out 
screens. Robocop 2 offers а 
considerable challenge which 
only hardened gamesplayers 
will get the most from. 


PRESS FIRE TO START 


cen) onion 


BY: OCEAN о 
PRICE: £24.99 


RELEASE DATE: DEC 
GAME DIFFICULTY: MED/HARD 
LIVES: 7 
сананы. 0 


| Excellent presentation screens help link the 
| gameplay to the actual movie and create а 
| decent atmosphere. 


GRAPHICS 84% 


Graphically great, Robocop 2 is a treat to 


watch with decent backgrounds, sprites and 


| faultless scrolling. 


SOUND в, 


|The GX4000 has an attempt at а Robocop-ish 


theme tune, and there are а few effects here 
and there. 


PLAYABILITY 75% 


Keep all your sharp instruments away from 


the GX4000 when playing - Hobocop 2 is 
incredibly frustrating! 


LASTABILITY 71% 


| the frustration factor may put you off en 


you see them all. 


OVERALL 74% 


A graphical tour-de-force let down by an 
ncredibly high frustration level. 
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INCOMING MESSAGE 
REPORT 


CAIM'S LOCATION 
iS ESTABLISHED... 
LOCATION 


THE CIVIC CERTRUR 
BUILDING... 
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| А Robocop gets his orders here. 
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Nuke production lines and 
clap Cain in irons as well. But 
the investigation is compli- 
cated by the re-emergence с! 
НоБо з human feelings, and 
the production of a new Robo- 
сор - an emotionless supercy- 
borg which is rather more 
ruthless in it's law enforce- 
ment methods 

Not surprisingly, you take 
control of the chromium cop- 
per himself, and bririging jus- 
lice to the troubled streets of 
Old Detroit is all down to your 
Own joystick skills. Crime is 
everywhere, so keep your 
aulopistol cocked and you 
should be able to stay out of 
trouble (or something). 
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п the 


risen 


"E ensi on h E T | е 

| 1 мааи East (pret tty | lopi- 

ca al, eh?), to a stage безе 

Arab ex tremiste ДЕ: avi е shot | 
down an American helicopter 

on a surveillan ce mis ssion in 





Beirut, and г re ho ding a 
С up ol Е. Amer wis сап: oldiers s to 

rai som. М dre . but 

the /че al зо талас jed to ge et 


Le 


t 






the ir hanc js on a i large 2 num 
be jer of n nissi iles, v which: CE ‚ап be 


fittec d with nucle rte 





te IM і are sent lo res scue ee 
their comrad di р, arms ат 


as on 1 the 









опа T ght! Time i з run- 
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UPDATE 


The Navy SEALS will be 
flipping their way onto the | 
(£24.99), 


Amiga 

som и (£19.99), апа C64GS cart 
way al го ough: (£19.99) real soon now. 
кита E and c озгасте We've had an early look at 
10 both rescue the C64GS game, and it 
hostage: і, ап nd knockout ut t the looks a cracker, but if the 
captured missiles. The terror- programmers 

15 аср иг change the level of діні. 
ча ег yos ша n, i ТІ d will. 


culty, it could end up the 
same way as the versions әш — 
reviewed here. 





don't 


SPECTRUM | 


£10.99 


Huurgh! The Spectrum | 
game is a monochromatic | 


version of the GX-4000 
| one, except this is even 
less playable, because 
| the main sprite has ап an- 
| noying tendency to get 
stuck in silly places, leav- 
ing you wide open for а 
bullet in the bonce! Again, 

a very disappointing 


ST 


§ could have been made so 
| much better by simply 
making it a bit easier. 


*. ae CUT. а с w— 
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licence, and one that § 
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Based on the forthcoming 
Charlie Sheen movie 
(which has been post- 
poned for political rea- 
sons), Navy SEALS could 
have been Ocean's sur- 
prise biggie - but unfortu- 
nately it's not, and for two 
reasons. Firstly, and fore- 
most, the gameplay is so 
bleeding hard, it'll have 
you pulling your hair out 
within minutes! The ter- 
rorists are зо Газ! and ас- 
curate with their guns that 
the only way to beat most 
of them is to remember 
where each one is from 
Ihe game before, then find 
a safe position before 
they actually appear on 
screen. Your SEAL is also 
annoyingly prone during 
а! те animated jumping- 
on-crates bits, and even 
when he's climbing a lad- 
der he's a sitting duck апа 
is easily shot down. The 
colourful and detailed 
graphics are SEALS grea- 
test assets, but as Гуе al- 
ready mentioned the ani- 
mation on the player's 
sprite, though very realis- 
tic, gets in the way of the 
gameplay. Recom- 
mended only to very pa- | 
tient players (or for those 
with superhuman дате- 
playing abilities). 
ROBERT SWAN 

















ACTION TEST 





hose terrorists are up to по 
good again, with fanatical thoughts 
of world domination on their 
minds, Аз usual their evil 
schemes involve innocent туит 
being held повара ки Шипов that 3 
are nothing to do with them = 
This time they’ ve gone а step = \ 
too far though. One American citi 
zûn. too many has had they lives — 
wrecked Бу the threat posed by ter 
orists. The time for talking is over 
There wil be no diplomaric meetings 
ing to demands, and no secret arms deals 
ичпеш over enemy 


no Бо 


A helicopter has been 
territory, and the crew аге being used as bar 
gaining chips by а bunch x Crazy 180100515 
who've been out in the sun too long. They ve 
also managed to amass a stockpile of Sti qm 
missiles, whch you d best destroy ў they re т 
to be used against the very country that sup- 
plied them 

irs tune for the Navy Seals to go in, kick 
butt, and get out again, leaving as many бетог- 
ist ren: as possible in the time allowed. (Oh 

‚ musin t forget to free the hostages. 

- Time is most definitely of the essence. Each 
section has to be completed within a strict time 
limit. For the most part, this involves setting 
explosives atop a crates full of robbed US hard 


wre, and getting the hel] out to reach the next 


з ату Фу з з= ы шыште ----- c 


1! a 
- = - - ~ а Ф Le 


а PARTS к= 


—— 


- 


А variety of different weapons can be used to kill the enemy with. 
They're packed away іп crates found scattered around the complex. 
This flamethrower is good for cooking their gooso. Fry terrorist scum! 





“я ۱ 


Оно? 





Stage, killing the bad guys on the way. 
There are five members in your team. repre- 
senting your lives Each time a Seal 15 
с d. another 
me to harm by falling too far, being 
“аба ot and running out of time. When 
you lose one of | team the 
ШІ із not reset, ра you musi 
Carry on from where the last 
chappie popped his size twelves. The mis- 
sile cases that need to be destroyed aci as 
restart points - when you die you reappear al 

the last one you attached а ооо to. 

Somewhat surprisingly for the hardest fight- 
ing forcé in the World, all these guys are armed 


y pistol apiece. omnt Some of 


takes his piace. Tou 


with Ба ү ce 


the crates $ айа ed around the p h 
den secrets — Uzis, famethrowers and grenade 


launchers. Handy, that. 

Navy Seals is а good looker - the sprite 
large and well drawn. The terrorists look partic- 
ulariy cool, wearing shades and toting uns. The 
backgrounds too are well drawn, with the rede- 
fined. palette being used to good effect. 

Thé animation 15 excellent on the whole, 
работи can be transcemied by puling up on 
them and somersaulting over the top — a bril- 
hantly fuid action. 

The music is spot on too, though this plays 
only on the Це screen. In the game itself 
theres the usual batch 01 rudimentary spot 
affects. 

Navy Seals 18 not an 
easy game, Careful paddle 
control is required to out: 
gun the baddies. Usually 
you'll need to duck down 
behind a crate, wait Ш the 
enemy has fired в shot, 
and then jump up quick 
and shoot him before he 
has а chance to respond. 
Fluff it and the you're 
probably безі. 

The time limit із 
extremely strict. Dilly-dally 
for à couple of pe 
too long and you'll fall foul 
of this short span. In this 
instance you need to start 
Чье WIDE level again from 
scratch heres nowt 
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& This ia where И all starts. You have to plant 
bombs on nine missile crates in the three min: 
utes allotted to make it off the first Level. 


ш ж. Ила: я Жыз. з Жыз cm. x ES жаласы. cs diem uS ы | 
"Hui. uum Bin! E. ии Ж -— тр ge тъст Es. Ema 


а ы ста г Е m 


Ба рр Ваў E dL NES Sy 
> r = й 


= cw “ү LT. 


IT 


© On the streets of Dorult. Watch out for those 
soldiers on top of that building - they'll pounce 
on yer back given half a chance, 





& into the comunications tower through an 
underground tunnel, More crates to be blown 
before you finish this level. 


wrong with time limits in Principe, its just this 
one ig particularly unforgiving 
The control system is slightly fiddly. There 
ane а lot OÙ actions to be accommodated on the 
гракі (incidentally, Plus owners may not rede 
fine the controls for rames use). Some actions 
require à солагиашон OF moves, and И в ea 


easy to 
єр up, usually with the result of one Ше bosi 


IN THE NAVY 


- No, the Navy Seals 
aren't biue-hued sea 
mammas, theyre an 
elite fighting force of trained killers. SEALS 
stands for аға, Air and Land — there isn't any- 
"where that these guys are afraid to qo. And И 
vou think the name's a bit soft, it could be 
works — thay could have ended up being called 
thé Navy SALA instead. 
commanocos аге 
military to handle those diffi 
cuit 
Thay 






Треве Crack uso Бу tiw 






a:mpiomsatic вицпашойя 
operai іп ama 
groups, each man 
an expert ІП his own 


field 








romed m | 
БЕ. the 


were 


the early 
Seals 


Tough doesnt mean impossible, however, and 
alter many. Many attempts you'll make it off the 
first level, Of course you then have to [асе 
exactly the same problerss uat you ve just over 
АМЛ lot of variety 


| Я at NE ча я in 
те (LADO (ТҮС us dg cnesat 1% 


come. There's not an 


between Ue 
enabie us to see them all 


not telling you what it is 


but we're 


= hal). Basically it's 
the dame old story 
missiles, kill the terrorists, and get off the level 
as quickly ав розвів 
Despite this, though, there's a Jot of chal 
lenge in the game, Sure, Из very frustrating, but 





8 Bounding from platiorm to platform ің 
difficult. Despite being à loathal killing 
machine, only half-haarted Ігара can be made, 





@ А shadowy figure swings across the city aky- 
line. One of tho range of movements that your 
little chap can таке, 

















used in Vietnam. They 

were instrumental in the 

rascuo of American cit- 

izens in Grenada, In 

Panama they ousted 

Manuel МопеПа by 

playing REO Speedwagon at 

deafening volume, proving beyond doubt that 
they're truly ruthless, 

Navy Seals is licensed fom the Orion 
Pictures movie. The film stars Charlie 
Sheen and Michael Biehn as 
members of the funky fight 
ing force. Unfortunately the 
fiim flopped in the States, and 
зо was newer put on general 
release іп this country. It's 
Que out on video, though. so 
и youre desperate (б see И 
you'd have to be — by all 
accounts i's pretty dire) you should be 
ablo to hire it from your local video rental 


brary in the next month or 50 








| 


there's still something compeliing about it that 


keeps vou coming back for more. The difficulty 
of completeing the levels mean you'll stil be 
playing the game in 

month's time, not chucking 
it into the cupboard after à 
week Though you may die 
[many times) trying, the 
urge to complete the mis- 
sion is irresistible. It's hard, 
but the Navy Seals are 


ийет 


NAVY SEALS 


92% 


GRAPHICS ттш c d sheds n 


Мәсе sprites with some truly 
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SONICS................ 


Mo music in the game, bul 





some excellent hse music 


GRAB FACTOR.. ELET 


9; 
81% 
Магу frustrating ot first, but 8 7 o 
ا‎ ih Ца”) beeps you al I 


STAYING POWER... 8 6 % 
Six exiremaly tough levels, but e 


all pretty much the same, 





You corfalnly won't be finishing Navy Seals 
foo quickly, but H may be a little too tough. 
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ACTION TEST : 


= “а 
Я LA. a 
= 
й ғ (б. 


: m M т. 


Ф ОК chaps, here we are at tho 
enemy harbour, Our mission із іс 
rescue the prisoner. кеге move! 


# We must've taken а wrong turn- 
Ing somewhere. Oh well, knock 
out the cormunications tower. 


| 


е The map was upside down and 
we've landed up in tho enemy 
barracks. Oh well, ЫШ tham all. 


Ф Hore we are at last. About time 
foo. Aight, where's the prisoner? 
КНІ all the baddies to find out. 


Ф C'mon, we haven't до! ай day! 
There's precious seconds to get 


rs ч 


ё АН in a day's work for the Маму 
Seals. И iant ever yet though, а 
off to Вегый for more killing! 
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N оре, nol a game about paramilitary sea mammals 
Wclapping and calching fish, the Navy SEALS are 


пе US Navy's equivalent to our SAS - and they don 


even smoke Embassies. Based on the Charlie 


“Neen 









film (vel to be released in the UK), the дате 
involves aleam of SEALS шИИганло a 
Middle Eastern country (0 rescue hostages, 
killing, maiming, and blowing things up on the 
маў 

The action takes place over six levels, each 
based тап eolie locaton. such as а harbour, 


barracks, and a radio lower. Each team member сай 






ік кені | + 
штр, somersaull on to platforms, crouch and crawl А 
as well as shool. ol course. The idea is 10 travel ШИТ,” 


the level, planting bombs and splaltering Johnny Агар 
Terrorist all over the landscape within the tough time 
imil. Eight lives are all you get, and the time isn't reset 
when а SEAL dies, зо there's no hanging around! 

Luckily power-ups are liberally dispersed through 
Ihe levels, usually in the lorm ol weapon upgrades 


ғ 
including machine quns and flame throwers. Not an 
вазу game, 1015 ol effort is required to free (he 


hostages for truth, justice, and the American way! 


аг 


Ф 








CRE =‏ ----- 5 ود ا 


СА The places to plant bombs are cunningly S E А LE D WIT Н 


disguised with American Пада. ' 
- A KILL 


: The Navy SEALS movie stars 
Whoops! Guess who's made their ТИЯ Sheen, best known for his 


game too difficult? There's no perlormances in Platoon and Wall 
problem with a hard-to-beat game, Slreel, and Michael Beihin, 
but this Ocean offering's just plain remembered as Reece in 
awkward to play. That's a shame, Terminator. The plol concerns a 
, 8s there's a good game in there Navy helicopter that is shot down 
4 struggling to get out; and after the while on a jaunt through Beirut 
poor showing of Robocop Il, | was The SEALS are senl lo rescue 
hoping this would be the platform their compatriots, and when they 
ў game to buy for the Amstrad. Still, discover Ihal Ihe baddies have gol 
M ATT it has its redeeming features; the their mills on some nasly weapons 
| animation of the hero swinging (wonder who sold the missiles Io 
onto an overhead platform is superb, and it has Ihem?), they decide to annihilate 
that "just one more try" quality - although Іне lerrorists and escape 
sometimes frustration makes you want to get the | Unlortunately, the film hasn't been 
cartridge and bung it out of the window. If you're released yel in Britain - but it's 
not the most patient of players, think twice before expected to appear sometime in 
buying | early пех! year 
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ІШІ: 


обоев ms + аш 


за 






т | | - | | 1 BY: OCEAN 
A ye lactic is 10 quickly leap up from | 


behind crates, дип blazing | RELEASE ста DEC 
- GAME DIFFICULTY: HARD 
LIVES: 8 
CONTINUES: 0 
SKILL LEVELS: 
RESPONSIVENESS: 


| PLAYERS | 


| Ап opening screen displays all the levels, 
| and the layout of the game is strong 
| ODDO 


| ғ” main — are all are cleverly 
| animated, and the backgrounds are 
| atmospheric. 


The second level - a Hadio 


lower | Rather unimpressive effects. The intro music 


| | is jolly, however, and adds atmosphere. 


| | The main аа in а fetharele v way, 
| апа һе нашае level makes it very hard to 


| | The game's big and f tough, but the massive 
| frustration level might mean you'll give ир 
| long before you reach the end. 


Ti i 


ь 


прарпрарияа! 


Back оп the chain gang! 


A SEAL а Namethrower cuts swathes through ГА brilliant-looking game which has 
the enemy. plenty going for it, but is marred by 
frustratingly hard gameplay. 





ACTION TEST 
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апаск 
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Killer bal 





The Earth 1$ being 
bouncy balls. The 
between civilisation 
Г quivering ga 

bags not the SDP) is... YOU 
Pà м HU | Versio] о à masi arcade 
дате. Fans of the arcade are just сома to lovi 
the Amstrad console version to death The 


screen layouts, puzzles and playability are iden 


пса! 4 


us conversion is beautifully faithful to 
на - | 
the original 
г y + А - je А - 
| here isnt real y d pi И Ei Pang, 15 ЗС. А 


you really need KNOW that а! any second 
you І ing to be attacked by one, two, three or 
| re giani Dalloon: i you get nil by one you 
ose fe — but you do have a defence. You can 
fire a harpoon at these gaseous invaders, which 
splits them into two. OK, зо you've now got 


гипсе as та 
НИ these 


рооп, and t 


ny balloons to dodge, but that's life. ТВ. 
new (smaller) balloons with vour h 


hey each break into two more... only 


— ЕР 


М 


‚ б^. XL LL LL LL EL LL LJ 


HRHHRL 
Б 16 STAGE 





the timest sub-balloons can finally be blasted 
into obli НТ 100000 
Inside each giant balloon there can be а = я : 
i Ф Everyone in the AA office hates this one. Two giant balloons and © 
і T y Da гуш ге ik. 1 опе large one - you need fast reflexes, perfect judgement, а cool = 
| | ; ге vou shou ickle the head and a lot of luck. And 600 lives instead of 6 would be good. = 
гееп to a | im. I t taxe t na over it ES 
houc Еч Lot yuu І í | Lait | ] (Іш € УС 
а 
And there агі enty of levels jet 
thro | Y tart $4 writ! 7 Т Пи arr) id 
i | | 1 ) 4 | 1 11 1% WIT Ч à it any OT 
Г several famous locatio! Wherever you 
í + ста" toan , 4417. € (TEL ns LÉ à та 
rough before you Пу (not in a balloon, thoug OCEAN B £243.99 
F | Зас а 


to the next locator 











Гһе screens but 
appearing 


udge how 


start off easy enough 
| changes. Blocks start 
making it difficult to 


Cartridge 


Іпа! 


оп-зстееп ladder. With more 


| balloons will bounce. Some of Ши than two in there 
D | t ) ) EW V [ | і! y 11111 у JU ПАРУ Car 1 find 
епиопацу'), Turther adding to the chaos a gap to get in there 
У «сі Не thar 4 , $ Г ' + ra ausim s 97) "ma YT 
тт ид t spt IL Рано | Lo апа у ае ICHI VUE 
test of reflexes and strategy, but a tough little Life із certainly 
puzzie game too, For example there is one tough as a professional pal- 
сте“ where 15 ОП a! simpiy Slaying loor D засе: DUT ү" 14 aao nave 


alive vou have to stop топ 


some пер Па crab аў pears пот поуг лете апа 


ре = па TOSO п ва opr СҒҰЛТҮТИТІСІ е 

JCS Ял м dLiU» и Creen, snapping 1:5 

rad be at bd = an t ти Ы laure re Cx at miret 

аууз Ка » Же TS. th: MT ve > 11! АДА OL DUursi 
“ 
ач 

^h | “ $ trait "Т un " 

: 144 У сащ. IT! 5 


than а cou 


ре of the $ 


mallest balls dropping into à 


iclosecd section accessed Dy а 


На 1 





ата. \ е | ry rail мт 
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© Eek - you're in Moscow, and having to 
tackle a load of troublesome blocks as well as 
those pneumatic nasties. 


RN July 1991 





whelk now and again. He's not 
into him and you lose the ability 


so qood. Walk 
to fire vour har 
(И you walk into the 
he turns into a whelk, by t 


т ӨР 
тои 


lor precious seconds 


WARU | 


VY y. 
Мес: weapons falling from 
punctured balloons. Your standard firearm is à 


he 


can also с“ 
harpoon (which looks like a mant corkscrew in 
use) but you can upgrade to a double harpoon 
power-harpoon (stays On-screen for several sec- 
vulcan missile (doesn't destroy biocks], 


dynamite (blows all the balloons into their 
mallest size), clock (stops the balloons for a few 
moments) and hourglass (slows the balloons) 





Ф This screen's a bit of a horror. The secret is 
to blast away those pink blocks, giving your- 
self more firing space. 
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4 simple, addictive, 
maddening, and more 
fun than could possi- 
bly be good for you" 
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© The sun's going down over Mt Fuji. But you 
don't have time to admire the scenery - 
there's balloons to be wasted! 


ACTION TEST 


Get to Moscow 


PANG 


termes 


Tha оне 0 " 
"21" , ` 

+ на sortes 118 « - ert 
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STAYING POWER... 79076 


- -o 
тыз 
a aL РМ 
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г ence jew 
= е 


= лла À 


Рапа is excellent! А superb conversion of а 
superb arcade game. 


€ That crab's your pal. Leave him to his own 
devices and he'll pop balloons until the cows 
come home (except there aren't any cows). 
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© How to blow away those ghastly gasbags... 

1: The giant balloons make easy targets. 2: But hit 
them with your harpoon, and you get two smaller 
ones. 3: Hit the smaller ones and you get two smaller 
ones again. 4: Yup, you guessed it, there's tiddlier 
ones still. And they're all just as fatal if they hit you! 
indiscrimate blasting is not recommended... 
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lasting bubbles may nol sound like the most 
xem of pastimes, bul when you re а 
professional globe-trotting bubble blitzer, Из all you =F 
can think of, And that's what you've gol lo do in Pang, 
a conversion ol the wacky Mitchell coin-op. 
You (plus a trend, и playing in simultaneous 
two-player mode) have lo lravel the world, see the 
sights, and blasi the heck out of loads of bubbles with 
your trusty harpoon gun before they bounce you into 
the middie of next week! I('s not as easy as you might 
think - once a bubble is shot, il splits into two smaller 
bubbles, each ol which splits in two even smaller ones! 
The odds aren't ай agains! you, as some bubbles 
release power-ups which give you a betler chance to 
clear the screen. Once all the bubbles are disposed 
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COMMENT 
Pang has to rate as one of the 
MEAN MACHINES crew's favourite 
coin-ops, and the GX4000 version 

\ is probably one of the best 

_ conversions you'll see on this 
machine for a long while. Bright 
colourful sprites, along with some 
absolutely gorgeous backdrops 
make the game а joy to watch, let 
alone play. And the boppy, bouncy 
music and effects only enhance 
the game further. My only niggle is 

that the collision detection is a little unforgiving at 


limes, but with a game thal's as addictive and fun 


to play as this, these things can be overlooked. 
Pang is а brill game that'll have you hooked from 
the word go - it's definitely one to gel hold of at 
Ihe first opportunity, mateys! 


The world is traversed by aeroplane as you 
clear the levels. 


PICH A STAGE TO START ПП 
PRESS FIRE WHEN READY 














Leningrad's bubbles are red - well, what 
colour would they be? 


The blocks in Emerald Temple саизе зо те 
[ricky bounces, so watch out! 


є в ее STAGE 
* 1 МІ : 100000 є +24 


Notre Dame looms іп the background on the 
Parisian level. 


IN THE ARCADES 
Pang wasn't an astonishing arcade success, but it still 
picked up a strong following of avid lans. And these 





people will be pleased to hear that Mitchell are about 


lo release а new соіп-ор, Super Pang. Following the 
same basic gameplay, bul with different backdrops 


ый and even more challenging gameplay, il requires the 


heroes lo once again travel the world and ее it from 
all rogue bubbles! Weird, man 


REVIEW 


I'M FOREVER 
BLASTING 
BUBBLES 


Some of the power-ups are 
uselul, some not 50. Here 5 а list 
of which to grab and which to 
MAGNETIC CLAMP: Enables the 
harpoon cable to slick to the 
ceihng or a platform. The cable 
then either disappears when a 
bubble comes into contact with it, 
or when ils been on screen fora 
sel length of time. 





SHOTGUN: Okay for screens with 
lew or no obstacles, but when 
there are а lot of plalforms, leave il 
well alona. 





DYNAMITE: Eeek! This explodes 
every bubble on screen, lurning 
them all into Ihe smallest variety - 
which move like Ihe clappers and 
are dead difficult 10 avoid! 





TWIN CABLE: Well handy, 
because il increases your rate о! 
lirepower, giving you more of a 
chance lo hil sneaky smaller 
bubbles. 
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v Ifyou clear the 
screen quickly you gel а 
massive points 





PLAYERS | 








A pretty nice still pic between levels, but 
that s about it. 


Brilliantly drawn, colourful sprites and 
backdrops, along with a nalty map screen. 


COMMENT 


Pang is one of those incredibly 
simple, but amazingly addictive 
games which once you start 
playing you jusl can t stop. 
Combining detailed and 
| 5mooth-moving graphics with 
irresistible gameplay, it's both 
challenging and enormously 
enjoyable. | know that bubble 
bursting doesn't sound particularly 
"7" thrilling, but the action is fast and 
J U LIAN gels incredibly hectic, especially if 
you accidentally pick up the dynamite and end up 
with a screen full of maniacally bouncing 
mini-bubbles! On later levels icy floors make lite 
difficult, and the bubbles move faster and faster, 
requiring much joystick-jiggling and reflex-testing! 
O Pang is easily the besl GX4000 title yel seen, and 
EHI Tr rmm 15 an absolute must-have if you've got such а 
balls outside Parliament. machine. 


MEAM MACHINES — 70 


A jolly, boppy, bubbly sort of litle track, 
along with some popping spot effects. 





Instantly playable from the start... 


„And will have you hooked lo your joypad 
until you've completed it! 





A brilliant conversion of a fun coin-op 
that simply demands purchase. 





If you thought balloons were harmless 


playthings, think again! 
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Ф Lator levels have more | 
complicated screen shapes 
lo ncréese the difficulty 
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© Every life ts started with а ‘харрог biock which will take 
out anything. Occasionally these appear in the pile, and can 
be picked up for an extra life. 


FIRST DAY TARGET SCORE 
Work out what's going onl 


PLOTTING 
VERDICT 
GRAPHICS ............ e 295 


Beoutiful graphics фо! cou d 
be mistoken for (he orcode machine's. 


SO 255555555462 Ф 
Рос lune that’s nol foo Ce) 


пи oling! 


GRAB FACTOR....... 
You ge! sucked in by the 
polish and instort playability. 


SECOND ©Р ке you get STAYING POWER... 7095 
“je looks terrific, bu ү (Н you ill * keep you interested? 
to grips with ert “ен 9 decidedly Maybe, maybe not 
SE ell Ht денің е lont -— 
and the les too har d Lawton 





Plenty of ployability, buf no! as compelling 
as other puzzle games. 
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witching on this superb 
| cartridge offering, it all 


starts off so very easily. 
The aim of the game is very, 
very simple; all you have to 
do is throw blocks to elimi- 
nate blocks of the same col- 
our against the wall and re- 
duce the number of total 
blocks on-screen to less than 
a pre-set target number 
within the time limit. 

What could be simpler 
than that? Ok, vou obviously 
haven't played Plotting vet. 
Deviously simple, yet brain- 


— о 


numbingly frustrating, this 
little beauty will have you 
pulling vour hair out by the 
roots before you've got past 
the third stage. 

To eliminate à block, vou 
can either hit it directly from 
the side, or use the roof to 
bounce your own block down 
onto the desired target. 

Once the block has been 
knocked out, the one directly 
behind it will be thrown out 
for your next move. The idea 
being, thatyou must plotyour 
next moves very, very care- 
fully indeed. Otherwise you'll 
be left with a block that you 
can't do anything with. 
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Are simple games really that 
addictive? You bet. Try this one for 


size. 





Do this, or miss a block 
and you'll lose a precious life, 
something you can ill-afford 
to do on the early levels. 

Keep your eyes peeled for 
the Zapper blocks, which en- 
able you to destroy any type 
of block, allowing you to pick 
the best route to the target 
figure and gaining a valuable 
extra life in the process. 

To start off with, the set 





target is nine blocks remain- 
ing but, as you progress, this 
target will drop, making life 
even harder against the 
clock. 

That, basically, is that. 
Sounds amazingly simple, 


— о 


but Plotting really 13 one of 
those games that vou have to 
play for vourselves to find 
out just how devious it really 
ЕБ; 

Positioning blocks of the 
same colour in а row and 
eliminating them together 
willearn you extra points and, 
if vou manage to get well un- 
der the pre-set target, there 
are plenty of bonus points to 
pick up there as well. 

Making a mental note of 
block formations is very ad- 
visable, enabling you to pick 
up every spare point avail- 
ableto gettothe high scores. 

Аз a one player game, 
Plotting is а masterpiece but, 
asatwo player game it really 
isa winner. The action is fast 
and furious and you'll end up 
hating your opponent very, 
very soon. 

Using some excellent 
graphics and a nicely melodic 
soundtrack, Plotting is а 
masterfully put together 
package that is guaranteed 
to entertain for a long, long 


time. 
John өзере 
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ACTION TEST 


DOMARK Ш £24.99 cartridge 





e On the easy levelthings are quite slaw and sedate. However, dont get loo cocky too early, 
things have a frightening tendency іс speed up rapidly. 
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е Аз you progross through the game, the 
background graphics change, as does the 
speed and number of tiles... aargh! 
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STAYING POWER... 


So much to see and do 
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The light 
fantastic 


Remember the old Amstrad mitted to the Amstrad cartridge 
lightqun? Well forget it again format. It should be - it makes 
straight away, because Trojan’s them! Simon Forrester sets his 
Phazer is miles better. What's sights on two new - and afford- 
more, the company is also com- able! — cart games 
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"Pull" What the hell is that? 

"Pull" The tug-of-war solo practices? 

“Ри!” Someone having a tapeworm removed? 

“Pull” Oh. It's Rod in a deerstalker. Well, you 
know what they say, he with the biggest gun has 
the quietest bullets. 

Seriously though, Skeet Shoot is good. It has 
no plot, no goal other than to visit all of the loca 
tions (which, incidentally, are represented by 
some beautifuly drawn backdrops), and no spe- 
cial effects. It is plain and simple skill, practice, 
and fun. The aim of the game is to shoot the 
skeets. You have a time limit in which to shoot 
the required amount, and a limited supply of but 
lets per skeet. Thats it. 





Watch the birdie! More to the point, shoot 
those eggs (but not the silver ones). 


Skeet Shoot 


Trojan (comes with Phazer) 





O554 777993 


Having said that, there's plenty of nice little 
features within this rather limiting format, the first 
being bonuses. On all levels, every now and 
again, a little goose flies along the top of the 
screen, releasing eggs when shot. These eggs, 
when they in turn are shot, give special bonuses, 
the most useful of which is extra time. Extra point 
bonus coins fly up from the ground occasionally, 
so we'd shoot those too if we were you. 

Skeet Shoot consists of six levels, each bro- 
ken up into two normal rounds, and one bonus 
round. The bonus round sees the geese (Ше 
ones you tried to horribly maim - remember?) fly- 
ing overhead, dropping more eggs which must 
be shot = though you'd better learn to discnm+- 
nate between gold and silver ones, as the latter 
detract from your score. 

On top of these extras, some thought has 
obviously gone into entertaining (distracting) you 
тот the main objective. On some levels, this 
chuffing great spaceship flies through Monument 
Valley, or people are busy ди пр each other up 
at Mount Fuji. 

One final thing that may or may not impress 
you with is the way you enter your name on the 
high score table (Oh, you saw it then, did you 
Simon? ~ еф. К involves shooting one of four 
icons to scroll the letters left or right, select 
them, and finish, You that you might have trouble 
entering your narne if you're crap, but if that's the 
case, you won't ever get the chance to enter it! 

This game is the perfect companion for your 
light gun. The graphics are nice, the sonix aren't 
intrusive, the difficulty is pitched just right, and all 
in all it's а good ‘un! 


gite MLIS 2471393 VE ASS 2505560” 
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Nice backdrops and the skeets, 
birds, bonus coins etc all move 
really smoothly 


SOMITE 

Very good gunshot-style sound 
effects, but not too much else. But 
then what do you need? 


GRAB FACTOR 

You'll pick it up in an instant yet 
play it for hours. It's simple, but it's 
also dead addictive 


STAYING POVER 

ОК, зо Из not long on gameplay 

Simple arcade fun can still keep 

you happy for a long time, though 1 


А simple game that's brilliantly 
executed - excellent 








The Enforcer 


Trading Post 


Your |00 15 to gun down dozens of bad guys as 
they pop up from beind trash cans (that's 
American dustbins), peer out of windows and 
generally hide like cowards. 





Shoot! Shoot them all! Great fun, but hard. 


0952 462135 


£TBA cart 


Unfortunately, these gangsters also carry 
guns. Й you happen to shoot any civillians (you 
dirty dog you!) all you will loose is points (| like to 
see morais in games - ed), and this is extremely 
inadvisable as in this game points aren't all that 
easy to come by... 

The game is played Operation Wolf style, 
though the screen won't move — you have to kill a 
pre-determined number of goons before you can 
progress any further down the street. There are 
also nice little bonus levels in between locations, 
involving loads of bottles of booze and some 
blokeys trying frantically to pack it. Your job here 
is to shoot the whiskey before it gats packed. 
Missing one bottle means the end of the bonus 
level (a tad harsh), as does shooting a (legitimate) 
bottle of water. 

The Enforcer is hideously difficult. Getting on to 
a bonus level is damned near impossible, and 
these levels do not last for long anyway.This is a 
nicely presented game, with nice sonics (what lit- 
tle there are) and nice graphics, but marred 
horribly by the fact that it is way too difficult. 


Good, but nothing special given that 
the extra hardware of the cartridge 
machines is being used 


Sorarcs 

Again, nothing especially riveting 
here. Lots of shooty noises, but then 
you'd kind of expect them. 


GRAB FACTOR 

Fast and (initially) addictive game- 
play gets you hooked at the start, 
even if you don't get very far. 


STA VINOD FOVVEr 
„and you never will, either, 
because this game is seriously diffi- 
cult. Those bad guys are too fast 


I 


23 n 


Quite a nice-looking game, but 
there's not a lot of depth to it and 
it really is rather difficult 
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BARBARIAN Il 


GX4000 


{ен control of either a sword-slinging Amazon, or an 
| axe-wielding barbarian and hack and slash your way 
Ihrough four levels of flick-screen action and defeat the 
evil wizard who resides on the last level 

The graphics are simple, but brilliantly animated 
(some of the baddies are utterly superb), and there are 
some great touches like the hero's head bei ing bitten off 
Dy a giant dragon. 

It's all great fun, and is highly recommended to ar- 
| cade adventure fans who like a bit of violence. 


OVERALL 88% 





EPYX WORLD 

GX4000 

pour events make up this sports simulation - BMXing 
downhill skiing, surfing and cliff diving. There are 

multiple player and practice options which are selectable 

at the start of the game, and the events can be played 

singly, or in any order. 

While the graphics are first class, unfortunately they 
доп! cover the fact that there's simply not enough game 
іп this package. All the events are easy to complete, and 
gaining record scores is easy in just a few sittings. 

Had there been more events, this would have come 
highly recommended. As it stands it's a below average 
game which won't keep you occupied for more than a 
day or two. 


OVERALL 49% 





FIRE AND 
FORGET ІІ 


GX4000 


hen you read the scenario, Fire and Forget |! 

| ' sounds full of promise, with the player required to 
| take to the road in a super-powered combat car and 

| blow up everything in sight. 

When you get to play it, though, you discover that the 
30 update is rubbish, the car handling is atrocious, the 
graphics are terrible, the sound is feeble and the game 
self is about as enjoyable as having six-inch nails 
banged into your Кпеесарв. It's just awful and shouldn't 


miss, 





have ever seen the light of day. 
By the way, Crazy Cars II, which we've seen a pre- 


view copy of uses the same graphics system and ра): 


їп а very з 
too. 


OVERALL 28% 


similar way, 50 you're advised to give that а 


KLAX 


GX4000 Т 


і lax is a strange sort of arcade puzzle game іп whic 
Miles of differen t colours roll dow! 1 the screen опа 
conveyor Delt and ems ve got to pick them up and drop 
them into a bin at the bottom of the screen in an абет 

make "klaxes" - їй nes of three Similarly-colouréd tiles, 
eit ithe rni аа vertically or diagonally. 

If a complet ; made, all the tiles disappear апі 
the rest of the t tiles fall downwards. И аа fail lo reach a 





e line is 


set number of klaxes before the bin fills up with tiles it's 
game over. The game also ends И е let three tiles 


drop off the edge of the conveyor Бей. 
а quite good fun, but the implementa 
sion is disa ине: The tiles are badly drawn and ап 
mated, and the handling of the paddle is poor. Ardent а 
cade fans might enjoy the action, but really we can't ret 
ommend it to anyone else 


OVERALL 66% 


ААА 


GX4000 

Ме уу Seals is a combat game with action taking pla 
Over six levels, each based in an exotic location, 

such as a harbour, barracks, and a radio tower. Each 

team member can jump, somersault on to platforms, 

crouch and crawl - as well as shoot, of course. The ideg 


поп of this ver 


= = 


50 travel through the level, planting bombs and splat- 
nng Johnny Arab Terrorist all over the landscape with- 
in the tough time limit. Eight lives are all you get, and the 
lime isn't reset when а SEAL dies, so there's по hanging 
around! 

Luckily power-ups are liberally dispersed through the 
levels, usually іп the form of weapon upgrades including 
machine guns and flame throwers. 

Navy SEALS features some brilliant graphics - the 
backdrops are nicely drawn and the animation is truly 
superb. However, the big problem is that the game is 
hard. Frustratingly hard. Even though the дате is al- 
Ways the same each time you play it (so il's just a case 
of learning exactly what to do in each situation) it's still 
amazingly tough since you've got an incredibly tight time 
imit and your men die or lose virtually all their energy if 
mey fall even short distances. It's a great shame that the 
playability hasn't been properly balanced, because with 
a few tweaks to the basic gameplay this could have 
been an absolute stunner. Аз it is, it's a very tough and 
Iustrating game which only very, very experienced 
players will enjoy. 


OVERALL 76% 
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OPERATION 
THUNDERBOLT 


GX4000 


№ sharp-shootin' time. An enemy force has hijacked 
an aeroplane and have forced it to land deep inside 
Мен country. There's only one thing to do - call the 
Super commandos to infiltrate the country, leap onto the 
plane and fly it and the passengers to safety. 

The action is displayed using horizontally scrolling 
and 3D grpahics, and the idea is to simply blast every- 
Ming that gets in your way using a crosshair to aim your 
gun. 

Из very fast and furious, and sometimes the amount 
ol enemy soldiers seems to be overwhelming! Still, if 
you stick with it, there's plenty to keep a player happy, 
and getting through all six levels takes some doing. 

The graphics and sound are a little disappointing, but 
Ше pulse-pounding action more than makes up for it 
Üheck it out if you're after a fast and challenging game. 


OVERALL 80% 


AAAAAAAAAAAAAAAAAAAAAAAAA 


PANG 
GX4000 


Веч bubbles may not sound like the most exciting 

of pastimes, but when you're а professional globe- 

f iting bubble blitzer, it's all you can think of. And that's 

К What you've got to do in Pang, a conversion of the 

“маску Mitchell coin-op. 

| You (plus а friend, if playing in simultaneous two- 
player mode) have to travel the world, see the sights, 

| and blast the heck out of loads of bubbles with your 


| 


trusty harpoon gun before they bounce you into the 
middle of next week! It's not as easy as you might think - 
once a bubble is shot, it splits into two smaller bubbles, 
each of which splits in two even smaller ones! 

The odds aren't all against you, as some bubbles re- 
lease power-ups which give you a better chance to clear 
the screen. Once all the bubbles are disposed of, it's on 
to the next part of the world, with even more bubbles! 

Pang is one of those incredibly simple, but amazingly 
addictive games which once you start playing you just 
can't stop. Combining detailed and smooth-moving 
graphics with irresistible gameplay, it's both challenging 
and enormously enjoyable. Bubble bursting doesn't 
sound particularly thrilling, but the action is fast and gets 
incredibly hectic, especially if you accidentally pick up 
the dynamite and end up with a screen full of maniacally 
bouncing mini-bubbles! On later levels icy floors make 
life difficult, and the bubbles move faster and faster, re- 
quiring much joystick-jiggling and reflex-testing! Pang is 
easily the best GX4000 title yet seen, and is an absolute 
must-have if you've got such a machine. 


OVERALL 93% 





ROBOCOP II 
GX4000 


“аке control of the metallic lawman and guide him 

through scrolling platform levels, two puzzle screens 
and an Operation Wolf-style shoot-out section in the 

Although Robocop 2 features some brilliant graphics, 
there are some very annoying gameplay leatures which 
will have you literally screaming with frustration. The col- 
lision detection is very dodgy - Robo often dies when it 
seems that he's well clear of a deadly obstacle, and he 
also has a habit of falling through holes in the floor when | 
he turns around too close to them. Another annoying fea: 
lure is that some harmful objects are so well blended 
into the backdrops, you don't actually realise they're 
deadly until you've walked into them - aaagh! It's a 
shame that these features are present, because they let 
down the excellent puzzle and shoot-out screens. Robo- 
cop 2 offers a considerable challenge which only hard- 
ened gamesplayers will get the most from. 


OVERALL 78% 


SWITCHBLADE 


GX4000 


А Switchblade doesn't look too exciting, it's 
one of the best platform games around. 

The aim of the game is to guide your kicking and 
punching hero through the flick-screen landscape, doing 
battle with anything that gets in your way and picking up 
any power-up you manage to uncover. 

There are loads of hidden screens, and a huge land- 
scape which is just dying to be mapped. It's tough, but 
very, very rewarding indeed, and is highly recommended 
to all GX4000 owners. 


OVERALL 92% 





гы 
9 % It's been over 18 months since the Amstrad Plus and GX4000 were unleashed оп ап 
“Ж”. unsuspecting public. 12 games were supposed to be available as the machine hit the 


strects. Many more were promiscd for the months to come. But the machines 
flopped. Was it because the software was crap... or because you couldn't get it? ROD 
LAWTON checks out all those cartridge games and reaches а conclusion... 
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Burnin’ Rubber | | | Barbarian H Switchblade 


OCEAN + (SUPPLIED WITH MACHINE OCEAN + £24.99 PALACE + 124 99 GREMLIN + £24 39 











This is the game every Plus/GX4000 À console version of the hit disk Ме gave this а masswe 92% on Brilliant! А giant, 155-screen, platform 
owner has got. №5 a greatiooking gar ased а te fore.  tape/disk back in ДА44, but that was exploration game, with lots of ene 
racing game that's nevertheless a bit We tunk there was enough tha 1989. Graphics have come a long mes, lots of objects to collect and 
sluggish and a bit thin on long-term was new to warrant the hiked саг. мау Since then, but Barbarian И some pretty hectic action. Terrific, 
nterest. Brihant crash sequence. dg hasn't. А looks just the same оп cart. detailed graphics, too. 
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Navy Seals No Exit 
OCEAN * £24.99 E24. US GOLD + £24.95 ` NOT AVAILABLE IN UK 






One of Ocean's consistently good film Srilliant puzzle game where you have ^ collection of four sporting events We just glimpsed this game running at 
licences. The fim flopped, but the to form patterns from coloured skiing, surfing, cliffdiving and bmx |е launch of the new machines. It 
game was great. Several levels of blocks. The thing is, Й was just as ng. Not much depth, but supert looks like a pretty routine ninja-style 
platform shoobng, colecong and good on tape/disk - and about Пай graphics, thanks leve € кіскетнр, Not much sign of 
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Tintin on the Moon Pro Tennis Tour Crazy Cars И 


INFOGRAMES * £24.99 UB! SOFT * £24.99 TITUS • £29.99 


it looks great, but the gameplay is Not much difference between this and А pretty good driving/racing game 
thin and very tedious. Basically just а the rather good tape/disk version - when it first came out in BY, but it’s 
collection of mcelooking sequences except superbly detailed sprites, the same old story on the cart. Not 
bunged together into an extremely thanks to the extra hardware. enough of an improvement for the 
feeble game Probably the bestJooking tennis sim extra cost of the game 
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Fire 8. Forget Il 


TITUS + £29.99 


We gave this game 94% back in 
AADI. We must have been mad. The 
graphics аге nice, but the gameplay 
5 dull as anything. You just drive 
along a road shootng things 


алла: | 


Plotting 


OCEAN * £74 99 


Besides its movie licences, Ocean 
also does some excellent puzzle 
games. This one is merely OK. Chuck 
coloured blocks around within a time 
mit to stay awake (ег, alve). 


> se Le 


LORICIEL + £24.99 

Yet another game 1051 ой on 
tape/disk' However, this i$ а corker 
on cart. Trouble is. it was a соке 
already. Never mind, it's stil excellent 
Pinball fun 


Chase HQ 


OCEAN * £24.99 
T 
car dming 
tape/disk. We 501 
ghmpse of it, though, but the origina 
was great 


OCEAN * 574.99 


[he game follows Ocean's standard 
formula of scenes from a film con 
verted to levels in a game... but #5 
yet another superb release. Tough, 
but excellent platform fun 


he cart version of the ever-so-good 
game first out on 


havent got а 


LORICIEL * £24.99 


We seemed to go through a glut of 
tennis games a couple of years ago 


This one is good, hut Pro Tennis Tour 


still has the edge. 501 good one or 
two-player fun, though 









Wild Streets 


TITUS * £29.99 


A pretty routine kickem-up game, but 
it's well done with nice graphics and 
good gameplay. HOWEVER, it's yet 
another re-release of a game that first 
came out on tape/disk, 


OCEAN £24.99 


Grr... yet another cart game lifted 
from a tape/disk original, This 15 the 
(very good) sequel to the very good 
Operation Wolf, We expected some- 
thing better on the cart, though. 
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LORICIEL е (PRICE TO BE ANNOUNCED) 


Weve been promised this for ages 
but we're still waiting. №5 an airborne 
shoot-em-up that looks truly (еттік = 
but we'll just have to wait and see (И 
“5 ever released 
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Dear oh dear, thero was а great 
fanfare when the new machines were 
launched - at least a dozen titles 
available straight away, and loads 
more in progress from all the major 
software houses... 

Some chance. Carts trickled out in 
handfuls, weeks late, and were hard to 
find in the shops. And the software 
houses were being canny. Few of them 
took the chance on developing new 
games for the cartridge format. 
instead, they hedged their bets by 
converting existing titles. 

it's not surprising nobody bought 
the machines - you couldn't get the 
games, and when you could they were 
just old stuff but £10-15 more expen- 
sive! Hardly stuff to stir the blood. 

Now, eighteen months оп, the car- 
tridge format is dead as a dodo. So 
what do you do if you've got a cart 
machine and you want some of these 
games? You won't see them in the 
shops, but you might see them on 
offer from some of Amstrad Actions 
mail order suppliers. 

Your best bet, though, is to give 
the games publishers a ring. И they 
can't tell you where to buy a game, 
they might be able to sell you one 
direct. We reckon there must be thou- 
sands of unsold cart games out there 
- somewhere. 
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Loriciel 010 3314 752 1133 [Ргапее) 


Ocean 061 832 6633 
Palace/Titus 071 278 0751 
Gremlin 0742 753423 
Domark 081 780 2222 
US Gold 021 356 3388 
Infogrames 071 738 8199 
Ubi Soft 0252 860299 
Empire 0268 541126 
Requests, please! 


We want to know how many of you 
readers are keen to get hold of саг- 
tridge games. and which ones. И we 
get enough interest we might (mo 
promises, mind) be able to do a deal 
with a software house not only to get 
the games, but get them cheaper. 
Send your requests to: 

Cartridge Requests, 

Amstrad Action, 

Beauford Court, 

30 Monmouth Street, 

Bath, 

Avon ВАТ 2BW 
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пашы ггеулпа downtown аз 
well of the bourbon 


owner of the Ritz nightelub, has gone 
very 


hero 4 
Lips Mantis, 
АШЫП circum 
stances gonna shed по 


tears for Lips, after ali пов as big а hood аз they 


Чайна врат ig ru 
'u 


Now Dick Tracy ат! 


come, But И he doesn't make ап appearance 


goon, all the other gangstor will be fighting aver 
his territory 


wenn bul 
пешіне 


ИП CNT эре 
Ира: гене 
Dick's name has been 
inscribed in bullet nose 


on the wall 


he & 5 Py! himp 


Looks like 1 
сама 
yersonal... 

ча Dick sets aut, hot on 
the trail of the missing mol 
visit would 


ster. First place to 


logically be Ша Ritz, the last piace that Lips was 


However, someone wants 
exactly what happened a воспа, and (лек з 


ney tim t дога to be ап easy one 


seen allve Lo Есет 
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© Ent lead scum? Dick can use his fists, his 
pistol or his machine gun to том down the 
hoodlums. Careful though = some fire back! 


The gangsters are out in force, and they ain't 
Ihe good news is that Dick is armed 
with à machine qun and ravolver. The bad news 
is that he neglected to bring any bullets with 
him... shrznuck! 
The baddies are either шышт, сату pis- 
machine guns. Knock out an armed 
baddie and you can rick nis ammunition. This 18 


how Dick replenishes his supply. As well ав the 


scared 


LOS Of 


quys he'll meet on street level, others take pot 





us m £29.99 << 








# z 
г tr г дае shots at him high up from win- 


dows and on top of buildings 

Dick іе dressed in the brightiy coloured garb 
thats made him famous. The whole game, in 
fact, is bright and colourful. The animanons à 
litte bit dodgy, though. with Dick waddling, 
rather than walking his way through Che game 

Dick Tracy is а tough game. Not because of 
cunning traps or well designed stages. П. Пав far 
more to do with mame- 

рау flaws than 
anything eise. For a 
мап, tha system 10 
qwitch Dick's 
Weapon is сишиу. 
Down and Fire Two 
nemi to be pressed 
simustanecusiy to 
change. Thé problem is 
that in tha heat of battle it’s difficult to 
do without coming (0 в sticky end 

shooting other gun-wielding guys you come 
across on the sidewalx doesn t usually present a 
probe: just duck down as soon ав you see 


them and shoot them. The peopie that lean out 













& Thal chap in the window keni going to let 


you pass easily. Come within a few feet and 
you'll be under a barrage of dynamite. 


of windows and from the top of buildings pre- 
сеп! а rather more formidable problem. They 
fire at you constantly. To shoot them you have 
to be at ап angle of around 45 degrees. № 
inevitable that you get shot ot least once in your 
efforts to pump ‘em full of lead 

Неле the same area after iw Screen 5 
scrolled and all the baddies that you ve already 
Killed reappear in the same place. Now there's 


по reason to retrace your steps, bui should а 
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runs а 
we а plty he ® 


goon get tbe better o! 

you, then you re sent sprawling backwards 
You do have to watch your bullet supply too 
Waste them and и could be terminal 
places where you simpéy need firepower, and И 
vou re out of ammo, vou may as well switch the 
machine OÙ and start again. Especially annoying 


d you d got a long Way into the game 


[Gere 





All these points are forgivable in isolation, 
but added together they mare the game incred- 
му frustrating and very tedious. Its uninimess 
rather than any lack of skill on the player s part 
that stops you getting anywhere. 

There's no excuse for such 
poor game design. Dick Tracy 
has more in common with the 
fim than just the name — t t00 
із mediocre and fails to live up | 


to the hype 






FIRST DAY TARGET SCORE 


DICK TRACY 








СВАРНГ$............ o 
Nice ond стол graphics | 2 
ip! down Су poor onsmalion 

SONICS.. Stith at teh he а-а 0 
litte to choose belween the о 
sound FX oc rather grim muse 

GRAB FACTOR....... О, 
Initial impressions are good ~ о 
UT із recognisabie ond easy fo control 
STAYING POWER... 4 7 % 
Poorly Mougni oul game o 
etian moles for o frustrating line 
қ al 


Dick Троху doesn’t play well aad На"! going 
to keep you coming back for more, 
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ADLAN at frases нне не adventure game creator reviewed 
Programing your Sound chip - this month: pianos! 
Top робне clita Software on trial 








GX4000 CONSOLE 





Computer games represent one of 
the fastest growing areas in the 
world of leisure. And Amstrad, 
pioneer of the affordable home 
computer, is staking its claim 
with a fantastic new games con- 
sole - the GX4000. 


games, with amazing graphics агам from 

thousands of colours. Games with stereo 
sounds and superb synthisized effects — and 
written by all the top programming houses, so 
there will always be loads of high-quality 
Games to chose from. Massive games, with lots 
of graphics and levels, so you can play for 
ages. And games that load in an instant - 
without having to wait tedious minutes for the 
(аре to finish. 

How much would you expect a machine 
that gave you all this to cost? You'd be pleas: 
авчу suprised. Astoundingly, all this can be 
yours for less than £100. 

The GX4000 is the name of Amstrad's long- 
awaited games console. Rumours of such a 
machine on its way have been floating about 
for over a year 
now, 


[= playing super-quick arcade-style 


The conso 


but have have always met with a firm “no com- 
ments from Amstrad. There has been much 
speculation about what the console would 
offer, but the product that Amstrad will unveil 
to the public this autumn hasexceeded every- 
body's expectations. Based оп Amstrad s CPC 
home computer, the console has been given 
extra internal circuity to give it “turbocharged” 
performance. 


The bare essentials 
А Console is а computer without а keyboard. 
All thé expensive mechanical parts - such as 
disk drives and keyboards — arent necessary. 
The games come on cartridges that plug direct- 
ly into the machine. All that the console needs 
is the processor — to run the programs, and a 
few special chips to speed things up 

The result of all the non-essential compo- 
nents being stripped out is that Amstrad can 
offer the games player a technically excellent 
device at an unbeatable price. But people who 
want to compute as well as play games haven't 
been ignored. Two upgrades to the CPC com- 
puters, called the Plus range, will be available 
These have keyboards and either tape or disk 
drives so that more conventional software can 
be loaded and saved. They will also have the 
cartridge port to enable them to take advan- 











| 
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tage of e stunning games that.will be avail- 
able on ESB plug-in plastic programs 

And what stunners they'll be, with over 
4,000 colours to@hoose from — 32 which сап be 
displayed at a Ше giving millions of combi- 
nations. And шй Sprite’ hardware which 
allow images to be drawn extremely quickly. 
These Special hardware tricks, including mega 
fást screen scrolling, mean that the games will 
be of - as near as makes no différence - arcade 
quality. 


Burnin' ambition 

И Burnin’ Robber, the game supplied witiħthe 
console (see page45 for a full review),ts апу: 
thing to go by, the programmers are doing 
their utmost to, make sure that the features 
offered are uséd to.the full. Рог mstance, 
Rubber uses the massive colour palette to fade 
the scene from broad daylight to night as you 
race along. In addition, get your racing line 
wrong and the result could be a spectacular 
cartwheel down the track: 

All this is just а taste of what's to come, 
though. As programmers get more familiar 
with the inner workings of the machine, the 
games can only get better and better. 

The games promise to be big, too. 
The cartridges have enourmous 
memory capacity 

There's lots of 

room for 

detailed 

graphics, 

and plenty 

of space for 

masses of 

screens. 

So as well 

as having 


are coming! 


hundreds of brillant games to play, they'll last 
a long time 100) 

With the тор software houses providing the 
programs you Gan be sure that they're going to 
be good, ап in plentiful supply: A healthy 
competitive market, with all the big names 
vying for sales of their games, can only height 
en the qualitity of the products available. In 
comparison, other console manufacturers have 
a strict monopoly on the software produced Тот 
their machines. 


Styling for the '905 
Its not just insides of the console that are 
impressive. The styling баз been brought right 
up to the 905, with a new, sleek moulding that 
gives i the appearance of а starfighter from 
Planet X.. 

And two ‘Joypads’ are supplied, while а 
vanety of-game controllers will be 
made available. Analogue joy- 
sticks «for greater 
precision in certain 
games, and a light 
gun socket will real- 
ly allow 


you to let np! 

You'll be able to connect the console direct- 
iy to an ordinary domestic television set, but 
for better quality pictures, matching monitors - 
complete with stereo speakers - are available. 
Of course this does increase the price, but the 
display is truly excellent. 

One thing's for certain. The GX4000 will 
revolutionise the way that games are played 
Amstrad is set to storm the console market in 
the '90s in the same way it stormed the home 
computer market with the CPC in the '80s. 

The console market has a very powerful 
new contender indeed... 


GX4000 CONSOLE 
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GX4000 CONSOLE 
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he GX4000 console is heavily based оп 

Amstrads CPC range of computers. 

significant advances have been made, 
though. A clever custom-designed chip at the 
heart of the system delivers unprecedented 
power for the price. Other features: 
Ф А Z80A running at 4MHz drives the soft- 
ware. This is the same processor as used in the 
CPC computers. Proper vectored interrupts 
allow essential tasks like DMA update to take 
place automatically 
Ф The complex custom chip has 18,000 gates 
and 2K of in-built memory, allowing powerful 
graphics handling and sound generation. A lot 
of the processors workload is taken over by 
this chip 
© 64K of RAM is included for temporary data 
storage 
Ф 16K of RAM is devoted to screen memory 
Up to 16 colours can be displayed from a 
palette of 4,096 
Ф The console uses the same sound processor 
as its predecessor, the CPC range. However, à 
sophisticated DMA - Direct Memory Access - 
controller plays the music without burdening 
the processor The ОМА uses a simple com- 
mand language for note generation, timing, 
and repeat loops. Three special in-built pro 
grams feed the chip without CPU intervention. 
@ There are 16 hardware sprites, each 16 by 
16 pixels, Each is made up of 16 colours, and 
can be magnified to double or quadruple nor- 
mal size. Sprite size and palette are indepen- 
dent of the screen mode, effectively increasing 
the number of on-screen colours to 32 
Ф Smooth hardware scrolling has been impie- 
mented. The screen can be scrolled a pixel at a 
ime, both horizontally and vertically. 
Ф Programmable scan line interrupts allow 
the colours, sprite data, even the mode to be 
altered half way through each frame. This cre- 
ates the illusion of more colours, more sprites 
and split mode screens - without major pro- 
gramming effort 
е The cartridges can hold а massive one 
Megabit that's 128K of instantly-accessible 
code. Plenty for even the most sophisticated 
games 
Ф A light gun ~ similar to the Amstrad light 
phaser - will be available around the time of 
launch 
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1, There are two chips inside the cartridge. The 
giant 128K ROM chip contains the software itself, 


2. Edge connector - plugs into the cartridge port. 


3. The smaller chip is a mystery. It is custom made 
by Amstrad. It is thought that it could be part of а 
special security locking system to prevent illegal 
piracy of the software. 
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TV Modulator. Changes the video 
signal into an RF output that a tele- 
vision can understand. 


LEA 


"eo RSS | его = 
аса taie otis C 
m | 8201 
See ТІТЕЛЕСГ тт" *; 4, * 
жі) 2 x ^ 

"X15 071 

Cl P Nen 

R203 а 


Central Processor. An 8-bit ZB0A 
CPU interprets and runs the рго- 
grams in the cartridges. 








Video Circuitry. Converts the Monitor Output. For connect 
screen memory and sprites into Amstrad or Scart monitors. 
RGB and composite video sig- 

nals. 
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Sound Chip. The AY38912, as used Cartridge Si 
іп the original CPC range, provides Controller ports. games plug 
three channels of sound. Joysticks and light guns 

connect through these. 


GX4000 CONSOLE 
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nto Power Circuitry. Smooths the Crystal. Provides timing for ай the circuit- ALT] 
power supply for safe consuption гу. It's specially modified to generate а 
by the console. clock frequency that provides the bes! 
possible picture on a PAL television. 


1. LED. Indicates the machine is switched on. 

2. On/Off Switch. As well as sending power to the unit, it physically 
locks the cartridge in place. This prevents the plugging in or unplugging 
of a cartridge while powered up. 


3. Pause button. This button tells the m to pause the game. It is 
à оймен aie Ben mis калық Du 


4. Cartridge slot. This is basically a ROM socket - the are 
essentially plug-in ROMs. (ROM software loads instantaneously.) 
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1. Stereo sound jack allows connection to an amplifier - to a Hi-Fi, for 
instance. 


2. Joystick ports allow you to use any standard joysick or the Amstrad 
game controllers. Each accepts input from two Fire buttons. 


3. Analoque joystick port allows connection for a pair of these special 





joysticks. 
4. Auxilary control device lets you use a light pen or possibly a light 
gun! 
LC. = 8 
40- -- - 
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6, ) б, | 9" | a | 1. Power socket for use with Amstrad Monitor 
| — mea р | 2 Power socket for use with the power adaptor. 


3. Amstrad monitor Socket. 





4. A SCART socket is included so that the console can be plugged into 

certain types of monitor and televisions. It gives both RGB and compos- 
The = ite video signals. SCART is rapidly becoming the standard for connect. 
here. Custom Chip. This is the big brute chips. It's used for tempory storage of data 


that does ай the clever bits. The gate and screen memory. 5. Sound button. Used to offer better sound with TVs. 
array, sprites, and other goodies are 


carved in the silicon within. 6. UHF socket. Allows the console to link up to any TV aerial socket. 
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After all the rumours, 
speculation, denials and 
press embargoes, 
Amstrad have finally 
come clean and 
demonstrated their 
price-busting, power- 
packed GX4000 game 
console. 





From left to right: 5 Volt power connector 
(dangles from appropriate Amstrad monitor), © 
Volt power connector (for use with supplied 
power pack), A/V moniter connector [the one 
thet won't work with old-style CPC monitors), 
SCART socket, sound on/off switch, TV connector. 





From leH to right: stereo phono socket, player 1 
joypad, joystick connector, analogue joystick 
port (accepts two sticks with suitable adaptor], 
player 2 joypad /|oystick connector, auxiliary 
port for light gun. 


There's not a lot inside Amstrad's GX4000. The 
IBO processor sits to the far left of the circult 
board. By it you can see the three-channel 
sound generator. The square chip to the right of 
the cartridge is Amstrad's custom piece of silicon 
which handles graphic modes, sprites, DMA 
sound generation and colours. 
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B oined the GX4000, Amstrad's 

С new baby could well be confused 

with a brand of Duckhams' finest. 
On inspection, though, you'll conclude 
Duckhams will have to work damn hard 
to produce something slick enough to 
slither its way past the ever-watchful 
gaze of the Battlestar Galactica 
Colonists. For Amstrad's GX4000 looks 
to have done just that; it's the spitting 
image of a Cylon attack vessel. 

Essentially the GX4000 is a souped 
up B-bit Amstrad CPC in a pretty box. 
Rather than accepting tape or disk 
software, it uses cartridge-based 
software like most other consoles. 

Оп the back there are two power 
inputs, A/V monitor socket, SCART 
monitor socket, sound toggle, and TV 
(composite) connector. Front: stereo 
headphone socket, two joypad 
connectors, analogue joystick input, and 
an auxiliary port. 

In keeping with Amstrad's all-in-one 
policy, the CPC machines of old came 


bundled with a monitor. There's a female 


A/V monitor socket on the GX4000 
which looks as though it could accept 
the old CPC monitor socket no problem. 
Ahem, well, big problem actually 
Although similar, the sockets simply 
don't jam. There will doubtless be 
thousands of Amstradians wanting to 
purchase the higher spec machine and 
run it on their existing monitor. Well 
tough — it's not possible. Instead, 


Amstrad have simultaneously released a 


12-inch mono monitor and a 14-inch 
colour monitor. How convenient... No 
firm prices for the monitors, but reckon 
on unleashing upwards of £100. 





Two control pads are supplied. 
They're a little on the tacky side, but you 
can always swap them for a couple of 
two-button joysticks or plug an analogui 
joystick into the appropriate port 

эо much for the outside. Inside the 
GX4000 is powered by the same B-bit 
ZBÜ processor present in all CPCs. 64K а 
memory 1$ used for looking after screen 
and other game information. Up to 16 
colours can appear on screen from a 
palette of 4096. In addition 16 sprites, 
each 16 by 16 in size, can be planted on 
screen. Sprites can use colours 
independent of those already on screen 
And, as sprites can comprise 16 colours, 
this means a pseudo maximum of 32 
colours can be on screen at once 
Simple times two and times four 
hardware sprite zoom is also there far 
the taking. Pixel scrolling in horizontal 
and vertical directions is possible. 

sound generation occurs in parallel 
with the processor. А dedicated ОМА 
controller feeds the sound chip which 
Is a rather poxy three-channel stereo 
slab of silicon known as the AY8192 — 
with note values, timing and repeat 
loops. While sound hasn't been 
improved from the CPC machines, the 
way it's been implemented means the 
processor is left to get on with other 
things. And that can't be bad 

The GX4000 is unquestionably more 
powerful than the 8-bit Nintendo and 
Sega, but that's about it. At £100 all in 
Amstrad's console is going to sell and 
sell. Software houses are familiar with 
the CPC format, so there'll be no 
shortage of good titles. It's got a good 
future me thinks. 














Ocean/ Free with system/ схаооо 


№ you've definitely more interesting and 
experien- colourful than Pole Position, but 
ced Pole that's no great feat, really. To be fair 


Position, Burnin’ Rubber will though, Burnin’ Rubber does look а 
come as no surprise. You take lot better than other car games 

the wheel of a formula one released on the numerous 

racing machine and must simply alternative 8-bit consoles. | 
make it through stage after stage Without doubt Burnin’ Rubber is 


of seemingly ceaseless track. But Pole Position '90. So what? No 
before participating in the World Amstrad CPC game has ever 


circuit, you've got to qualify. looked or played this good. STOP 
That's it really. For free there's no beating it! 

You get to change gears — all 
five of them — as you race round 
the track. Picking the correct 79 


gear сап be crucial for 
cruising round corners. 
Go too fast and you'll 
skid into the dirt, a 
passing car or (even 
worse) a bollard or 

. Go too slow 
and the other racers will 
overtake. 


Crashes range from 
the sublime to the 
ridiculous. A scrape will 
result in a few sparks 
while а fast head-on 
collision with a billboard 
will send your car flying 
to dizzy heights in the 
sky. It's well OTT! 








CHEATS! 





Collusion rules. Don’t 
accept anything less! 


Mega Drive 
To build ир а super huge number of 
lives you have to have patience. 
During the second part of level two 
between the two moving bamboo bits 
is a hidden two life token. Pick it up, 
then kill yourself and repeat the 
procedure. You'll be able to build up a 
huge stock of lives... it takes time 
though. Also, on the options screen 
select amount of shurikens as 00. Wait 
for about 15 seconds or press start 
quickly to get infinite shurikens. 
Gavin White, Herts 


BLACK BELT 
Sega Master System 

To enable you to finish Black Вей in . 
one go, push button 1 to start a game 
and hold it down while the red screen 
15 being displayed. When the black 
screen appears, let до button 1 and 
quickly press and hold the reset 
button. Rik will appear on screen. 
Walk across and fall over — you will 
now have infinite Riks. 


METROID 


Nintendo 
Enter Justin Bailey at the code entry 
screen for а surprise. 


LIFE FORCE 
Nintendo 

During а two player game, the player 
who loses all his lives and dies can 
press button A to return to the game 
with another life. This — ба works once 


SAFARI HUNT 


Sega Master System 

Simply shoot the following animals to 
qualify: the rabbit at the bottom of the 
picture on screen one; the armadillo 
towards the bottom of the picture on 
screen two; the panther on screen 
three. Make sure you shoot each as 
many times as possible and you 
should clear the qualifying mark 
easily. 


SUPER HANG-ON 


Mega Drive 

Go to the password option and enter 
the code 6FF3F546F 355 64 

FFOSLP1 MFJEDGH for а credit of 
$9,999,999 ,990. With this you can 
build up a phenomenally powerful 
bike. 


EVERYONE’S A 
WINNER 


] You could be а winner like 

Gavin White of Herts (who, 
incidentally, wins a totally 

fab copy of Thunder Force Ш) and gain 
ever-lasting fame. Simply get your 
game busting ploys in to Cheat! 
Console Action, ZERO, Dennis 
Publishing, 14 Rathbone Place, 
London, WIP 1DE. 























































































Andrew Banner heads up North to 
see what Ocean has got up its sleeves 
on the console Front, with spectacular 


results. 


7 ince Amstrad an- 
є nounced the cartridge 
V. 7 based GX4000 and 
new CPC Plus ranges, soft- 
ware houses have been ea- 
ger to write new games to 
utilise the extended facilities 
of the new machines. One of 
the highest contributing fac- 
tors towards the success of 
thenewrangeisit'scartridge 
port — after all it's instant, it's 
small and compact, it's diffi- 
cult to damage it and you 
can't copy it. 

Ocean were one ofthe first 
software houses to jump on 
the band wagon, and why not. 
This Christmas will see more 
console sales than the early 
eighties, and a large portion 
of these will be one of the 


three new Amstrad ma- 
chines. 

Ocean have a torrent of 
cartridges for the coming 
monthsincluding the conver- 
sion of arcade games, Pang, 
Special Criminal Investiga- 
tion (Chase HQ 2) and Toki. 

Further games include the 
infamous Robocop П. Any- 
one who has seen the film 
will know the plot and will 
also know just how appalling 
itis. Anyway, aruthless drug 
baron has designed a nar- 
cotic that’sin greater demand 
than the electricity shares; 
nuke. Simply inject this stuff 
into your bloodstream for 
instant paradise. The guy 
behind the warhead sound- 
ing pleasure drug is Cane, a 


person who wants to see 
“made in America mean 
something again”. Anyway, 
without giving too much 
away, Cane’s brain ends up 
in Omni Consumer Products’ 
(OCP) new baby, Robocop2. 
This thing's got more fire- 
power than Arnold Sch- 
warzenegger and Sylvester 
Stallone put together and 1$ 
as ugly and unhumanlike as 
Margaret Thatcher. Cometo 
think of it, it's policing poli- 
cies are similar as well. So 





whathas Robocop2 got going 
for it? Well, if we're ВАЕ 





film, absolutely nothing ех- 
cept Action man armoured 
cars. Talk about the game 
and it's a different matter. 
Robocop was the best 
selling computer game of all 
time with a success story of 
32 weeks at the top of the all 
formats charts. Not bad. 
Robocop 2 is much of the 
same thing though and I 
doubt whether it will do as 
well, but it is a hard act to 
follow. Platform games rarely 
hold my interest for long, but 


| mnn 


I have to admit that Robocop 
2 is addictive in a "I wonder 
what comes next" way. 

In a graphical sense, 
Robocop 2 is great. Good, 
vibrant colours, realistic 
movement and scrolling. 
Well, the scrolling isn't that 
good. Technically it's alright, 
its just that the screen 
doesn't scroll with your 
sprite. Instead, itscrolls when 
it needs to and stops the ac- 
tion at that point until it’s fin- 
ished. This iffine once you've 
got used to it, but it does 
throw you off a bit at the 
beginning. Bonus levels have 
you trying to reconnect your 
memory banks in order to 
remember your former wite, 
this ain't too easy consider- 
ing you're physically dead! 
And once again, Robocop is 
in the firing range, readjust- 
ing his sights. Thisis damned 
difficult if you're using a con- 
troller pad. 

Robocop 2 has all the 
makings of a hit though, es- 
pecially ifthe firstis anything 
to go by. 
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Plotting is an appropriate 
name for a game such as this. 
Your next move is vital to the 
completion of the level and 
so plotting it is highly impor- 
tant. The objective is simple; 
lots of bricks (of which there 
are four tvpes) are jumbled 
upin a pile, all you have to do 
is eliminate them — a piece of 
cake! 

Oh, you want to know 
how? Well, Ok but you'll need 
your furry friend to help - 
we'll call him fluffy. Fluffy 
throws bricks at the pile of 
bricks. Simply aim a brick at 
another in the pile and pro- 
vided it's of the same type, 
both disappear and the brick 
directly behind the one that 
was previously in the pile is 
thrown back at you for your 
next move. The trick is to 
plan ahead and so you don't 
get caught out. 

What's really special 
though is the two player op- 
tion. Simultaneous play us- 





ing a slit screen display puts 
an end to those long boring 
periods between player's 
turns. Another feature of the 
game is the screen designer 
which you can use to create 
impossible levels or ones that 
are so easy that you don't 
even need to think about it. 
Whether you've got a brain 
or not though, Plotting is 
damned addictive. 

The movie stars Charlie 
Sheen from Platoon and 
Michael Biehn from Termi- 
nator, the game stars-vou. 
Navy 5.Е.А.1,5. on the big 
screen is due to be released 
in February 1991, but Am- 
strad users will be getting 
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the game long before that. 
The S.E.A.L.S. are a crack 

squad totalling five who have 

been assigned to rescue the 


pilot of a 0,5. chopper that's 
been shot down in the Gulf. 
There are lots of Arabs in 
this game and the only thing 
to do with Arabs is to shoot 
'em, especially in the light of 
recent world events. Did you 
know it costs me £30 to fill 
my tank up!! 

Anyway, the pilot 1s res- 
cued safely but in doing this 
the team discover a number 
of air to surface “stinger” 
missiles. It's decided that 
these missiles pose a serious 
threat to American lives and 
a plan is made to destroy all 
the stocks that have been 
accumulated... 

A scrolling platform ad- 


venture unfolds. Boasting col- 
ourful and detailed graphics, 
Navy S.E.A.L.S. has а num- 
ber of clever acrobatic move- 


CAPUA 





ments including climbing on 
crates and hanging from 
beams and moving along 
them. It's enough to make 
your arms ache just watch- 
ing it. Not only that but you 
can flip up onto the beam 
from a hanging position to 
get to those platforms that 
have no ladder. 

Seven levels of action 
make Navy S.E.A.L.S.a game 
to look forward to. The film 
apparently flopped in Amer- 
ica, but with prospects of a 
few dead Arabs and petrol ra- 
tioning, I’m sure it's gonna 
be a box office smash over 
here. Аз for Ocean's game, 
all I’m saying is that it's bril- 
liant. | | 

Andrew Banner 
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ШШШ 
The shape 
of things 
to come 








Last but not least — 
the GX4000 


his futuristic-looking machine 
13 as neat as one could wish for 


А in a unit intended primarily to 
take over the family television. Clad in 
cream beige, it fairly bristles with ports 
and sockets, and certainly looks the 
high-tech part. А quick guide round 
the various ports will give you some 
idea what's in store for the prospective 
purchaser. 

The front panel houses two digital 
joystick sockets — standard nine pin 
D-sub connectors - which look as if 
they ought to accept standard Atari 
type joysticks. Be warned!! The GX400 
supports TWO fire buttons, and, in fact, 
with its supplied cartridge (Burnin' 
Rubber) needs both of them. The two 
game paddles supplied provide all the 
necessary signals, but, in common with 
most such units, lack tactile feedback. 
They're suitable for steering a саг round 
a circuit, but sport а direction pad 
that is perhaps a touch small for many 
people (or maybe this reviewer should 
trade his banana fingers in for smaller 
models!) 





1 


Between the two games paddle ports 
lies an analogue joystick socket, much 
the same as you'd find on any self re- 
specting IBM PC compatible games 
card. Unfortunately, as we go to press, 
no cartridges which can take advan- 
tage of this port are available, so its 
efficacy remains to be seen. However, 
access to analogue input is a definite 
advantage — control via such a stick is 
almost always more precise, and we 
look forward to sampling games which 
take advantage of it. 

To the left of these three ports sits a 
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stereo output jack socket, for connec- 
tion to the family Hi-Fi (well, if you're 
taking over the TV, why not the stereo 
too?) If the GX400 is not being used 
with one ofthe new dedicated Amstrad 
monitors which provides stereo sound 
output, this might well be an option, 
since, even with a game as simple as 
Burnin' Rubber, the sound chip is 
capable of churning out nicely sepa- 
rated stereo sounds. Deafen the neigh- 
bours! 

The last port on the front panel is the 
'Auxiliary Control Device' port — light 
gun port to you and те, Again, we've 
seen nothing that supports this device 
(nor even the device — it may be the 
same unit that is already on the mar- 
ket) so we shall have to wait and see 
how well it works. 





Up top, there are but three items of 
concern. Towards the front, in the 
centre, is the all important Cartridge 
slot with its hinged doors. Surprisingly 
enough, this is where the games car- 
tridges fit - and we were pleased to see 
that you can't fit them the wrong way 
round. Neither can you either insert or 
extract them while the machine is 
switched on. That function is taken 
care of by acombined power/cartridge 
interlock switch to the right of the top 
surface (hereinafter referred to as 'the 
big red switch). The big red switch 
moves to the left to allow the juice to 
flow, and at the same time slots a little 
tongue into a recess on the cartridge 
case, thus not only making sure the 
unit is firmly in position (it won't switch 
on otherwise), but also making sure 
that little Johny (or Jenny) doesn't rip 
the cartridge out before powering down 
- very sensible! 

To the left is a tiny green LED to let 
you know what the TV ought already to 
be telling you — that the GX400 has 
power applied and is ready to play. It's 
all but invisible if there's anything like 
a decent amount of ambient light — it 
could do with a dark surround to it to 
provide some contrast. 

And so to the back of the machine. 
Here we find a further array of sockets 


and switches. At the leftmost (viewed 
from the rear) is a 5 volt socket, for use 
with one of the new monitors (which 
provides a 5 volt output). Next up is a 9 
volt socket, for use with the provided 
‘plug-head’ power supply pack. Thank- 
fully, it is impossible to plug the nine 
volt supply into the five volt socket, but 
І can't help wondering why Amstrad 
didn't merely supply a five volt adapter 
and do away with the nine volt circuitry 
altogether. No doubt there are very 
good and technical reasons. 

Beside the two power sockets lies a 
dedicated monitor port, again for con- 
nection to the new Amstrad monitors 
(or via a suitable adapter lead, to many 
others too.) Next in line is a SCART 
(Peritel) socket, which allows those of 
us with SCART equipped TVs and 
monitors (like the Philips CM8833) to 
get a slightly better picture - more of 
this anon. 

Still further along the line comes the 
parents' godsend, the Sound switch, 
which either switches the sound out- 
put to the TV or monitor on or (more 
likely from parental points of view) off. 
Finally, there isthe UHF output socket, 
in which the supplied TV aerial lead fits 
to connect the GX400 to the family TV. 
Output is on the obligatory Channel 36 
(or thereabouts), the same as most 
video recorders and other games con- 
soles, as well as home computers that 
plug into a TV. 

That's the technical aspects out of 
the way - how does it play? Well, I've 
already outlined the way the games 
paddles feel. That said, my two little 
friends that help with such things tell 
me that they find the paddles to be a 
doddle to use, and since the primary 
user ofthe GX400 will be under the age 
of eighteen, I suppose they know 
something I don't! Either way, the 
machine is pretty impressive. 
Burnin'Rubber, as a game, is OK - a bit 
old hat - standard race car stuff ~ and 
not, I suspect, meant to be an earth 
shatteringly brilliant piece. 

That said, it certainly shows off the 
colour and graphics capabilities of the 
machine, as well as giving a good idea 
of what it will do sonically. Catch the 
last page for the full analysis! 














Amstrad's new console, which 

| is the first ever UK-developed 
console to be released, will set 

| you back £99. And that 
includes VAT — there's no 
hidden extras. The pack 

comes with a mains adaptor, 

| TV lead, two paddle control 
units and the Burnin' Rubber 
cart. It looks like a space ship 
and that's the way you'll see it 
on the packaging — flying into 

| view. But is it Space Age? 

| Well, no, not really. It's а turbo- 

charged CPC — but, hey!, 
that's pretty good news. The 

| carts slot in at the top and the 

| control pads plug in at the 

| front. The control pads are a bit 

| of a pain to use — the rocker 

switch and the action buttons 

| don't have rounded down 

| edges and can make your 

| fingers pretty sore after a log 
play. Let's hope for an official 

| joystick soon. There's also an 
analogue joystick port and an 
auxiliary control device' port — 
probably for a light gun. 

The GX4000 has a built-in 





cassette- and disk-based 
software. It's cartridge only and 
only the forthcoming cartridge 
games will take advantage of 
the new facilities on the 
console/computers, 


GAMES? 


A hardware company can't 
launch a new computer onto the 
scene without software support. 
Games have to be there right 
from the start. But then, Amstrad 
has known that for years. When 
the 464 was launched in 1984 it 
came with £100-worth of new 
titles. 50, what's ready now for 


modulator so you can link it 
straight to the TV, and a 
connector to link it to one of 
Amstrad's new monitors (see 
below). Also lurking at the back 
is a Scart socket. 

Burnin' Rubber plays well on 
the GX4000 and makes good 
use of the console's 
capabilities. Programmers 
should feel quite at home for 
the processor they'll be using is 
а 2ВОА. With 64K of memory, 
4096 colours (32 onscreen at 
once) and stereo sound, the 
products on their way should 
be great. There's likely to bea 
great deal of European 
software support — though it's 
unlikely that you'll be playing 

Sega coin-op conversions 
on it! At the moment it is 
difficult to say if the GX4000 


going to be a definite winner — 


the quality of software will 
decide that. If all the titles in 
development tum out as | 


as Burnin' Rubber the GX4000 . 


looks like being well on the 
road to success. If you're going 
to be console shopping soon, 
the GX4000 should be on your 
list to see. 





the (3X4000 and the two CPC 
Plus computers? Well, there's 
only one cart; it's from Ocean 
and it's called Burnin’ Rubber, а 


WEC Le Mans styled game, and 


comes free with all the 
machines. Also on the Burnin' 
Rubber cart, when packaged 
with the СРС», is the original 
Amstrad BASIC and firmware. 
Burnin’ Rubber shows off the 
new capabilities admirably — 
the game still has that Amstrad 
look about it, but with great 
graphics (the shading and 
colouring is particularly 
effective), and animation. Ocean 
boss David Ward was there to 


talk about the.new software, 
saying, À catalogue of game 
products on cartridge Sin 
production. Featuring arcade- 
style graphics, refined screen 
movement and digitised music, 
there will be 12 titles available 
by December.’ What are they"? 


Well, currently in development 
from Ocean are Batman the 
Movie, Operation Thunderbolt, 
Plotting, Shadow Warriors, 
Сһазе НО and RoboCop 2. 
Other filles include Epyx's 
World of Games (Epyx/US 
Gold), Crazy Cars 2 (Titus), Fire 
and Forget 2 (Titus), Kick Off 2 
(Anco), Klax (Tengen/Domark), 
Escape from the Planet of the 
Hobot Monsters 
(Tengen/Domark) and Spider- 
Man (Empire) with lots more in 
the works. All are expected to 
retail around the £25 mark. 


ЕТ ТЕІТІГ ТІТІТІГІТТІГІТТІТІТТІТТІТГІТІГЕ 


CPC 464 PLUS/ 
CPC 6128 PLUS 


Amstrad s two new machines 
are essentially the same. The 
only differences are that the 
464 has a tape deck and 64K 
HAM, while the 6128 is 3-inch 
disk-based and packs 128К 
RAM — both feature a 
cartridge port. Both are in 
similar casing, which is smarter 
and more compact than the old 
oblong CPCs — in fact, one is 


reminded of the Amiga. The 
464 Plus is supplied with the 
Burnin' Rubber cart which 
includes the original Amstrad 
BASIC and firmware. Amstrad 
have designed two new 
monitors to complement the 
machines. There's a 12-inch 


| white mono monitor and a 14- 


inch colour monitor. A 464 Plus 


| with mono screen costs £229 


and £329 for a 464 Plus with 
colour screen. If it's the 6128 
Plus you're after, which comes 


with a Burnin’ Rubber cart and 
CP/M disk, it'll set you back 
£329 with the mono monitor 
and £429 for a colour monitor 
set up. The monitors feature 
stereo sound output, but the 
sound quality is the same as 
the original CPC range — a bit 
tinny. 

The new CPCs are 
impressive and offer very good 
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value for money. They're the 
ideal machines for anyone who 
wants to start computing. But 
should current CPC owners 
upgrade? Hmm... If you can 
sell your original CPC for a 
good price then, yeah, go 
ahead. It's also a good move 
for anyone who likes 
programming the CPCs. But if 
you're considering upgrading 
just to play games you could 
be better off splashing out £99 
for the GX4000. 








CONSOLES 


While the GX4000 is а very new 
machine — only being introduced at 
the beginning of September — its 
predecessor (the Amstrad CPC 
home computer) has been around 
for over five years. The GX4000's 
architecture is very similar to the 
CPC's. Indeed, if the (3Х4000 
accepted software on cassette or 
disk, you'd discover it would run all 
CPC software. That doesnt mean 
the GX4000 is simply a CPC without 
a keyboard — far from it. 

The new machine's palette has 
been increased from the CPC's 
measly 27 to an ST-bealing 4096. 
oimilarly, the number of colours pos- 
sible onscreen has been doubled 
from 16 to 32. And such things as 
hardware sprites, scroll, and split- 
screen have been implemented. 

Amstrad's new console has been 
put together with the games pro- 
grammer very much in mind. 

The GX4000 looks extremely 


| stylish; an astonishing departure 





: from Amstrad's previous efforts. The 


machine comes with two joypad con- 
trollers, a lead for displaying the 
image on a TV and an Ocean game 
called Burnin' Rubber 

Ports on the front and back of the 
machine let you plug й into an 
Amstrad monitor or almost any RGB 
monitor, and attach a lightpen or 
lightgun to the console. 

Industry  pundits reckon the 
GX4000 is going to be the biggest 
seller this Christmas — its price, good 





NONPLUSSED 
The Amstrad CPC 464 has been 


superseded by the 464 Plus and 
the CPC 6128 by the 6128 Plus. | 





looks and Amstrads aggressive 
marketing will make sure of that 


Software support 

Because the GX4000 is so new, 
there's no software for it. There's an 
Ocean game called Burnin’ Hubber 
supplied with the system, but that is 
all. Numerous software houses have 
pledged lo support the console, and 
its very likely a selection of the 
CPC's huge back catalogue of 
games will be converted to cartridge 
format. 


ШИ Burnin’ Rubber above is anything to go Бу, the standard of future GX4000 releases will be 





GX4000 KNOWN GAMES LIST 


26 Released Games 


1990 - 13 

Barbarian 2 - #24.99 - 1990 - Ocean 

Batman The Movie - #24.99 - 1990 - Ocean 
Burnin Rubber - 1990 - Pack-in game - Ocean 
Navy Seals - £24.99 - 1990 - Ocean 
Operation Thunderbolt - £24.99 - 1990 - Ocean 
Pang - £24.99 - 1990 - Ocean 

Robocop 2 - £24.99 - 1990 - Ocean 

Crazy Cars 2 - £29.99 - 1990 - Titus 

Fire And Forget 2 - £29.99 - 1990 - Titus 
Switchblade - £24.99 - 1990 - Gremlin 

Pro Tennis Tour - £24.99 - 1990 - Ubi Soft 
World Of Sports -£24.99 - 1990 - US Gold 
Tennis Cup 2 - 1990 - Loriciel 


1991 - 9 

Dick Tracy - £29.99 - 1991 - Titus 
Klax - £24.99 - 1991 - Domark 
Mystical - 1991 - Infogrammes 
No Exit - 1991 - Tomahawk 


Tintin On The Moon - £24.99 - 1991 - Infogrammes 


Wild Streets - £29.99 - 1991 - Titus 
Super Pinball Magic -1991 - Loriciel 
Panza Kick Boxing - 1991 - Loriciel 

Plotting - £24.99 - 1991 - Ocean 


1992 -2 
Copter 271 - Loriciel 
Chase HQ 2 - £24.99 - 1992 - Ocean 


1993 -2 
Skeet Shoot £34.99 (with light gun) 
The Enforcer " “ 


17 Canned Games 
Kick Off - 1990 - Anco 


Badlands - 1990 - Domark 
Spy Who Loved Me - 1990 - Domark 


Escape From The Planet Of The Robot Monsters - 1991 


- Domark 

Stun Runner - 1991 - Domark 

Gazza II - £24.95 - 1990 - Empire 
Spiderman - 1990 - Empire 

Shadow Of The Beast II - 1990 - Gremlin 
Midnight Resistance - 1990 - Ocean 
Night Breed - 1990 - Ocean 

Toki - £24.99 - 1990 - Ocean 

Double Dragon - £24.99 - 1991 - Ocean 
Shadow Warrior - £24.99 - 1991 - Ocean 
Space Gun - £24.99 - 1991 - Ocean 
Duck Tales - 1991 - Titus 

Cougar Force - 1991 - Tomahawk 
Strider II - 1991 - US Gold 





ШЕ Description  7ҙдЛрш Disponible au Prix Pob TTC 
ee НИН аа ea ШЕННЕН НН FUR. 
Dans la préhistoire, combattez Drax et méfiez-vous ... 
| 
ТЫ TT EC БИШЕ! 
з commando d'élite des marines est envoyé d'urgence au moyen-orient 
Action/Film — |L'adaptation du célèbre James Bond, l'espion qui m'aimait : course, tir, bateau, combat. 
TOKI Мле |6 mondes fabuleux : Toki doit se battre pour retrouver sa princesse ОС | MO Р 
Superbe ! Vous pilotez un hélicoptère chargé de repousser les extra-terrestres ... 
Vous êtes un magicien. Votre arme : la magie, Votre but : retrouver les objets sacrés. 
PANZA KICK BOXING 
BADLANDS 
STUN RUNNER 

























Auto, moto, off-shore, avion, poing, revolver : détruisez l'Organisation à tout prix ! 
Une superbe simulation de kick-boxing, 50 coups possibles. Images digitalisées ! 
A 1 ou 2 joueurs, équipez votre bolide (pneus, missiles etc...) et essayez de gagner la course 
Course de vitesse à 900 miles/heure au 21 ème siècle. Essayez d'éviter les ennemis ... 


Pill 
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